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DETAILED RUMBLING TACTICS 


After assembling the ultimate SV, learn what it takes to destroy every challenger 
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Top-down city maps and callouts illustrate each 
city’s points ofinterest. Multiple perspectives of 
city map provide even more detail. 
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As with the forward and reverse movement, you can move 
slowly by tilting the stick only slightly. Both functions can be 
combined, so moving down and left makes the SV strafe left 
and back up, while moving up and right makes the SV strafe 
forward and right. 


□ash 

□ashing occurs automatically while moving. Once an SV 
moves (at full tilt on the analog stick) for about one second, 
its boosters will kick 



Lf 


f4r the new player, the world of Rumbling can be a bit 
bewildering. There are over a dozen menus in HAVEN that 
ahe accessible from the start of the game, and the number of 
customization options for your SV as well as the open nature 
of the scheduling system can all be overwhelming. 


So that you don’t drown in the information overload, move 
the cursor down to the 
battle School and take i 
some time out for a bit 
of early training. Learning i 
to|control your SV is the j 
first and most important 
task on the road to , 

Rumbling stardom. Follow 
along through the tutorial 
lessons with the added 
comments here, then 



peek forward to the HAVEN section to get a grip 
the world of S.L.A.I. 


basic: tutorials 

Basic Controls 





causing the SV 
to gain a significant 
amount of speed. 
To trigger a Dash 
manually, simply 
press the L3 button. 
This is particularly 
useful in conjunction 
with cold stops, 



it enables the SV to get moving again quicker than simply 
running away. Keep in mind that the lost speed from a stop 
will still present an opportunity to an opponent within the 
vicinity, so keep any dead stops in exposed terrain to a 


Turning and Camera Angles 

The Right Analog Stick controls SV turning and the vertical 
camera view. Moving the stick left or right rotates the SV in 
place. Obviously, this is important for navigation and keeping 
opponents r '" 


n exploring 


BATTLE SCHOOL TUTORIALS 

Each tutorial provides a rundown on an aspect of gameplay, mostly 
focused on controlling an SV. Take the time to go through these tutorials 
in-game or, at the very least, skim over the commentary here. 



but it is also critical 
that you learn to 
combine turning with 
strafing movements 
as smoothly as 
possible. By doing 
so, it’s possible to 
maintain a roughly 
continuous circle-like 
path around a single 


point. This enables you to keep your SV's weapons trained 
on a single target, while presenting a more difficult target 
for your opponents to hit. 


i Pressing the Left 
i Analog Stick forward 
or back causes the 
: SV to move forward 
f or backward. 

[ This function is 
analog sensitive, 

| so if you need fine 
S adjustments to 
your SV’s position 
(for example, on a narrow ledge or anywhere near a 
drop], move the analog stick only slightly. 


By default, moving the Right Analog Stick up shifts the 
camera angle up [looking toward the sky), and pressing it 
down shifts the camera angle down toward the ground. Play 
around with this for a moment and, if it feels uncomfortable, 
visit the options screen (Data Mnemonic in HAVEN, or 
on the Main Menu when the game starts) and invert the 
vertical function. 


Pressing the Left Analog Stick left or right causes 
an SV to strafe to the left or right, although this 
function can be modified, but more on that later. 


As a general rule, you use a lot more flat ground movement 
and horizontal view shifts than you do vertical movement 
and combat from above or below an opponent [simply due to 
the way targeting, weapons fire, and terrain function). You 
can rumble quite successfully with a minimum of vertical 
combat, but for certain weapon types, it is necessary that 
you become comfortable with vertical combat. You must 
also develop situational awareness of your opponents’ 
positions anywhere on the map, whether it’s above, below, 
or behind your SV. 




















ESSENTIALS : 
MOVEMENT 

While S.L.A.I. has controls that should be perfectly comfortable to 
anyone who has played a console FPS game, if you have not done 
so and the movement controls are new to you, it is vital that you 
spend time playing with the movement and becoming accustomed 
to handling your SV. 

Make use of the SV Test arena offered to all SV pilots (accessible 
from the SV Hangar in HAVEN), and practice an SV in a safe 
environment. This is good practice even for experienced players, 
as it enables you to get a grip on the handling capabilities of 
a particular SV. It is also critical that you learn the basics of 
movement before taking on rumbling challenges, or you'll be in for 
a frustrating series of fights. 

There is a basic control setup that greatly simplifies the available 
controls for an SV. If you find the number of buttons simply 
overwhelming, visit the options screen and enable Basic controls. 
Once you are comfortable with orienting yourself in an SV, bump 
up the difficulty of your control scheme and practice with the new 
setup. 

It is less critical that you quickly learn vertical aiming and jumping, 
and you can even get by without serious circle strafing or dodging. 
However, at a bare minimum, you should learn how to swiftly 
navigate the battlefield on the ground. 

Consider adding new elements to your repertoire one or two at a 
time. First, get accustomed to simply moving an SV. Then try to add 
manual dashing or dodging. After that, get more comfortable with 
turning as you strafe and move. Then consider adding jumping 
and swooping to the mix. Lastly, focus on the finer aspects of 
movement, such as hard turns and combined movement. 

Jumping and Swooping 

Pressing the R3 
i button makes an SV 
■ jump. The longer the 
button is depressed, 
the longer the jump 
is held. The jump 
I function may also be 
set to the © button, 

1 but as your hands 
will usually be busy 
on the analog sticks and shoulder buttons, holding the 
© button deprives you of the ability to rotate the SV and 
look up or down. For this reason, spend some time getting 
comfortable using the default button instead. 

To perform a swooping move, press the R3 button a second 
time while the SV is already in the air. Note that you can 
do this regardless of how the SV winds up in the air (i.e., it 
falls off a ledge). While it is rare to be directly targeted and 
fired upon while in the air, it can happen and you can use 
Swooping to quickly get out of the way. You can also use it to 
speed up your SV’s movement around the levels just slightly 
by minimizing the time spent floating in the air. Remember 
that Swooping (and falling in general) are hard landings and 
the mobility of your SV will heavily affect the length of the 
delay when the SV hits the ground. Be ready to Dash away 
from the landing site or activate camouflage quickly. 

□odging 

Dodging enables your SV to make a quick lateral shift to 
the left [press the ® button], or to the right (press the ® 




button). This movement can even by done while 
in midair. Dodging is useful for evasion, but it is 
tricky to execute in a timely manner. The most 
obvious problem is one of simple physical logistics. 

As with the jumping split, dodging requires that 
you lose control of your SV’s turning and camera 
adjustments by moving your hand. 

You can minimize 
the impact of this 
t loss of control by 
carefully gauging 
when you should 
utilize dodging. If you 
are simply attempting 
to evade an 
opponent's fire, forget 
about turning or fine 
camera adjustments and make use of strafing in conjunction 
with dodging to avoid incoming missiles and quickly get behind 


In combat, get your targeting hud lined up with an opponent on 
the horizontal, then use strafing to keep your opponent visible 
while dodging to both evade shots and to keep your opponent lined 
up. This tends to work best at medium range, where the sudden 
movement shifts are more apt to throw off missile tracking, and 
there's less risk of having an opponent suddenly get to the side: or 
behind your SV (where you cannot turn to face). 

Remember that you can move backward even though you cannot 
turn and keep up a backpedal to force your opponent to stay in 
view while you are unloading with guns blazing! 

It is also possible to utilize dodging while in midair. Try using it to 
shift onto a nearby platform while in the air or (rarely) to avoid 
incoming fire. It is also useful to adjust your landing spot slightly, as 
you come under fire while approaching the ground. 

Your SV's current movement significantly affects dodging on the 
ground or in the air. If the SV is moving to the right, dodging 
right will be amplified, while dodging left will result in, at best, a 
sort of crude braking mechanism. Make it a habit of moving in 
the direction of the SV’s dodge to maximize the benefit of the 
sudden lateral shift. Keep in mind that this works fine against the 
silicon brain of your computer opponents, but always dodging in 
the same manner against a human counterpart may result in 
disastrous consequences. 


CD ROTATION 
AIMED DODGING 


If you are using the Left Analog Stick to rotate your 
SV's torso instead of strafe, you'll find that dodging is 
even trickier to integrate smoothly. The reason for 
this is simple: without the ability to move in four 
directions with the Left Analog Stick, you cannot 
navigate terrain or get behind cover as easily 
while taking fire. Be aware of this if you decide 
to make use of torso rotation. 
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RAPID-FIRE 
DAMAGE 

A very common setup for an SV is having a pair of rapid- 
fire weapons in the arm slots. These weapons deal light to 
moderate damage at best, but the constant stream of shots 
can drain armor reliably and, more importantly, they are 
absolutely vital for dealing with camouflaged opponents. 
Keep this in mind should you consider switching one out 
for an alternate weapon. Note that the loss of the extra 
rapid fire makes it more difficult to reveal cloaked foes. 
Time spent firing at a wall with heavy ordnance is simply 
decreasing the damage output on any given opponent, 
draining your ammo supplies needlessly and increasing the 
danger of being caught off-guard by a nearly invisible foe. 


Basic Weapon Usage 

The L2 

and R2 

are used to 
fire your SV’s 
left and right 
arm weapons, 

| respectively. This , 
applies regardless 
.of the weapon in 
place, whether it’s a 
close-range melee weapon or a recoilless rifle. The LI and R1 
buttons control the left and right shoulder weapons. These tend - J 
to be heavier weapons (missiles, grenades, and heavy chainguns] s 1 
and; usually comprise the bulk of your SV’s offensive power. _ | 


The 'ammo displays for 
# four weapons are 
visible on the sides of the 
screen. The arm weapon 
ammo is displayed on the 
bottom, and the shoulder 
weapon ammo on the top. 

Monitor these displays in 
"combat. You don’t need 
to watch them constantly, 
but check them occasionally. If your supplies drop critically low, 
Consider exiting the arena. For the most part, all weapons have 
enough ammo to last long enough to complete any rumble on the 
field. It takes some pretty gratuitous ammo use to run low during 
battle. You can also find ammo replenishing supply cubes during a 
fight, extending your effective combat readiness. 

Targeting machineguns is handled through the auto-aim sight, 
visible as the circle in the center of the screen (though it can 
take other shapes, but more on this later]. When an enemy is 
inside the auto-aim sight, you can acquire weapons lock and your 
sight will automatically target your opponent for rapid-fire weapons 
[machineguns, chainguns and the like). Note that it is possible to 
disablethe auto-aiming for machinegun-type weapons in the Options 
menu. If you think you can keep a bead on your opponents faster 
than your Chip-assisted autotargeting, disable the autoaim. 




TARGETING 

One of the innumerable functions of a Chip (your own 
personal Al rumbling assistant) is enhancing your SV's 
targeting abilities. An experienced high quality Chip can 
decrease the lock-on time required for missile or melee 
weapons, and increase the range in which they can be 
locked on to. It can also increase the response time for 
machineguns, tracking your opponents more accurately 
and quickly. 



Machineguns are an excellent source of constant 
damage, they can disrupt optical camouflage with 
ease, and they have the ability to destroy supply cubes 
quickly. Their bigger brothers, the shoulder-mounted 
chainguns, deal excellent sustained damage. You 
can lay down a withering hail of fire by combining 
chainguns with higher-grade, arm mounted, 
rapid-fire weapons. 


The lock-on sight, shown as a set of four carets at the 
corner of the auto-aim sight, demarcates the zone in which 
you can acquire missile lock on your opponent. The amount 
of time it takes to acquire lock varies, and it is possible to 
acquire partial lock with missile racks that can fire multiple 
missiles. If your missile pod is capable of shooting three 
missiles, you must acquire three separate locks before all 
three will track a target. Remember that you can “dumbfire” 
missiles without a lock, and they will travel in a straight 
line. This can be quite useful at close range, or when your 
opponent is near restrictive terrain that makes it easy to 
score a direct hit. 

Keep in mind that a missile lock is not a foolproof guarantee of 
landing a hit against a target. The missiles guidance system 
and speed of the projectile varies and your movement, 
your target’s movement, and the terrain all play a role in 
determining the outcome of any given shot. As a rule of 
thumb, use missiles at a medium range when you have a 
full lock and there is little intervening terrain. Remember 
that an opponent can activate optical camouflage to break a 
lock. Make use of a rapid-fire weapon to knock an opponent's 
cloak offline, then reacquire lock-on. 










ESSENTIALS: 
AVOIDINC3 
MISSILES 

Missile fire is one of the more significant dangers that occur on 
the rumbling fields. While the computer isn't quite as vicious 
about maintaining a lock and hounding you relentlessly as a 
human player is apt to do, it can—and will—lock on and launch 
repeated salvos of missiles any time you are exposed. 

Make it a point of surveying the terrain for easy bits of cover 
to duck behind while fighting. Incoming missile fire is easily 
blocked by a solid wall or large piece of debris. Even small 
obstacles or changes in elevation can cause an incoming missile 
to detonate on something other than your SV's armor. 

Activating optical camouflage is the fastest way to break a 
lock and get to safety, but it is not a 100% guaranteed method of 
evasion. For one thing, you must deal with the 0C timer and the 
0C is not always charged. 0C is also not impenetrable; if you are 
taking hits from rapid-fire weapons, your SV's cloak is will break 
the instant you activate it. You are particularly vulnerable to 0C 
suppression when multiple enemies are in the area and firing at 
once. This is just one more good reason that you should endeavor 
to avoid two-on-one confrontations. 

Rapid movement is often the cure for some tailing missiles. If 
you are in a high-speed SV, it is very possible to avoid incoming 
shots by swiftly maneuvering around the battlefield. The lock-on 
range for any given opponent varies, but if you get behind them, 
the lock will be broken. Finally, mixing in dodges and jumps with 
your normal movement, or explicitly dodging incoming missile 
fire, provides another means of avoiding missiles. 




E INITIAL 
EAPON 
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The second most vital aspect of SV training is learning 
to use all of your weapons simultaneously, plus firing 
them at the right times. This can be overwhelming when 
combined with the variety of movement options available. 

If you find that dealing with all four weapons at the same 
time is difficult, consider changing your control scheme 
to Basic mode. This enables you to fire all of your weapons 
with the press of a button. Once you're comfortable with 
movement, you can change the control complexity and regain 
manual control of weapons fire. 

in help ease the early mental 

When a target is in your sights, open fire with all weapons at 
once. Just hold down all four weapon buttons until your opponent 
goes up in a puff of smoke. This exercise enables you to get 
comfortable with managing all four buttons at once while moving. 
When armed with twin machineguns of any type, treat them as 
a single weapon. Hold down both weapon buttons while moving 
and individually fire the shoulder weapons. This is slightly more 
complex than simply blasting with all weaponry at once, but you 
can make this a bit easier if you match the shoulder weapons as 
well. Place missile launchers on both shoulders and only fire them 
when you have a lock, peppering your opponent with machinegun 
fire the rest of the time. 

Pair similar weapons on the left or right side of your SV. If you have 
a slow firing arm weapon on the right side, combine it with a slow 
firing weapon on the right shoulder and leave the left side for an 
arm-mounted machinegun and a shoulder-mounted chaingun. 


The radar is actually an element of the central targeting 
part of the HUD. Colored arrows flash in the direction of a 
nearby opponent. The arrows turn yellow for opponents at 
moderate range, and gradually grow closer to red as the 
opponents close in. The arrows will point at the direction 
of your opponent, until they are in front of your SV and in 
targeting range, when all four arrows are visible at once. Deep 
red arrows indicate 
an opponent who is 
: essentially right on 
i top of your SV. 

| It is very important 
: that you learn to 
; read the radar 
I indicators quickly, 
as they allow you 
to track opponents 
even when they are invisible due to optical camouflage. 
Other than your eyesight, this is the only method of spotting 
a stealthy foe. Even if you have not acquired a visual of 
your foe, open fire with your machineguns when all four 
radar indicators are lit. Frequently, you can score hits on 
a cloaked opponent, canceling their OC and reestablishing 
automatic targeting. 



Join three of your weapons mentally. Two machineguns on the front 
and a chaingun on the left shoulder can be fired simultaneously, 
while you feather a grenade launcher or missile rack on the right 
shoulder, as needed. 

Optical-Camouflage Features 

Optical Camouflage (OC) is one of the most important systems bn 
your SV. It enables you to quickly conceal your SV from sight, fading 
into the background as a nearly transparent wraith. Automatic 
targeting and locks from enemy weapons are cancelled, and 
most opponents simply ignore you while cloaked. Even human 
foes must struggle to spot you and inflict damage. 



the © 
button activates or 
deactivates an SV's 
OC. The OC gauge at 
the bottom-right Sof 
the hud indicates 
the remaining OC 
time while you are 
cloaked. Once 
the gauge is 
completely drained, the SV will reappear. You cannot 
cloak unless the gauge is full. The speed of your OC 
regeneration and the duration of the cloak are 
dependant on the type of OC Module installed on 
your SV. These traits can also be modified by other 
installed Option Modules. 














1 





Remember that you can cancel OC at any time, 
so take advantage of this option. Frequently, 
you only need to use OC briefly to break a lock or 
get to safer territory and in a speedy SV, this can 
be done in seconds. Cancel the OC when you are 
no longer threatened, and it will be fully charged and 
ready to be used again when needed. 

|| Keep in mind that you take slightly increased damage 
». while cloaked, which can be bad if you happen to get 
hit with a sudden salvo of high-powered ordnance. This 
isn't a common occurrence, though, as you are typically 
revealed by low-caliber machinegun fire, or simply having 
the OC gauge deplete. 

Armor, Durability, and Life-Points 

Armor is important. It’s all that stands between glorious 
victory in the rumbling arena, and an ignoble defeat as your 
SV is reduced to a bunch of scrap. The armor display is at the 
bottom-center of your SV’s HUD. When your armor drops, you 
can restore it by picking up Armor Cubes at the supply drop 
points on the maps (described in detail in Chapter 2 of this 
guide). Otherwise, you are stuck with any damage you incur, 
and the only way to repair your SV is to retreat from the combat 
'through a Gate in the arena. 

Durability is a separate measurement, used specifically for your 
SV's weapons. Each weapon has a separate durability rating and 
as you take fire, your weapons share a portion of the damage that 
is being applied to your SV’s armor. If enough damage is dealt to 
a specific weapon, it is destroyed. This is doubly bad; not only do 
you lose access to the weapon for the duration of the fight (Armor 
Cubes do NOT restore destroyed weapons], you must also pay 
a repair fee when you exit the arena. Durability is visible as four 
quirter-circle chunks next to the weapon ammo display. Enough 
damage will chip away one slice of the circle. When all four pieces 
are gone, the weapon is toast. 

When hitting (or being hit] from behind, all damage dealt is tripled. 
For obvious reasons, be very careful about allowing opponents 
behind you and endeavor to strike from behind as often as possible. 
A full salvo of missiles from the rear can have a devastating impact, 
particularly if you happen to score a critical hit. These multipliers 
combine and you can deal as much as six times the damage from 
behind. Conversely, you could be destroyed instantly by a lucky 
rear melee hit... Watch your six! 


,«v Hate 

CRITICAL HITS 


Occasionally, a lucky hit nails a particularly weak spot on an 
enemy SV. These hits deal double damage and severely impact 
durability levels. Of course, the reverse is true and an equally 
unlucky hit can greatly damage your SV. 

Certain installed items increase the probability of scoring a 
critical hit. Refer to Chapter 3 of this strategy guide for a full 
rundown on the Modules that raise this statistic. Your SV's 
linked Chip also gradually increases the number of critical 
hits you score as its Accuracy statistic rises. 


m 


Your SV’s installed 
Chip also has an 
indicator of health 
at the bottom-left of 
the HUD. As your SV 
takes damage, the 
installed Chip takes 
damage as well. 
Between rumbles, 
you must repair the 
Chip at the Difference EG store. Over time, the damage to 
the Chip results in a loss of maximum health, and the Chip 
data must be transferred to a new Chip. Repairing a Chip 
between matches is a minor expense, but transferring the 
Chip incurs a significantly greater charge. 

Make it a habit to repair this Chip after each battle, as 
the amount of maximum health lost is dependant on the 
total amount of damage a Chip has suffered since it was 
last repaired. Don’t let the Chip get destroyed in battle! If 
the Chip takes too much damage, exit the arena and get it 
fixed. If the Chip’s max health is low and you are short on 
cash to transfer it, equip the E-Chip [every Rumbler starts 
with one for free). The E-Chip cannot be damaged in battle, 
and you can utilize it until you’ve earned enough to fix up 
your regular Al partner. 

Be aware that a chip that drops below 30% of (current] 
maximum health loses 50% of its effect on combat abilities. 
On the other hand, a chip that is completely drained of 
health drops to 10% of its original effects. Needless to 
say, you should be out of the arena well before this can 
become an issue! 

Supply Containers 
Ca.k.a. “Cubes 11 ! 

Supply Cubes are a vital component in your Rumbling toolkit. 
Flying supply vehicles over each battlefield periodically drop 
Supply Cubes to 
designated locations 
in each arena. 
There are several 
types and each one 
is important. 


Rfj White Cubes are Armor Cubes. These cubes restore a 
percentage of your SV’s Armor and Durability in 10, 30, or 
50% increments. You can see the % marked on the side of the 
cube up close. Armor Cubes do NOT repair Chips, nor do they 
restore destroyed weapons. 

Green Cubes are Ammo Cubes. These cubes restore a 
percentage of ammunition to one weapon, also in 10, 30, 
or 50% increments. As with Armor Cubes, you can see the 
amount restored on the side of the cube up close. The weapon 
that receives the ammo is randomly chosen, so you must 
frequently pick up several of them to restore a limited ammo 
weapon that is running low. 

Rfl Blue Cubes are Cash Cubes. These provide a flat amount of 
credits, which are instantly added to your current balance. 
Throughout the early parts of the game. Blue Cubes will be a 
large source of your income, so make it a point to patrol the 
Cube drop sites and pick them up as often as possible. There 
are 100,1000,10000, and 100000 Cubes. 








A supply aircraft regularly drops Supply Cubes over each 
arena. You can actually track the Cubes by watching the 
craft and it is possible to (temporarily) destroy the aircraft 
to prevent more drops. You can also destroy the Cubes 
on the ground with weapons fire in an attempt to deny an 
opponent of their contents. 

Cubes that are left alone for a period of time will eventually 
detonate on their own, making room for new Cubes to drop. 
You can see when a Cube is getting close to detonation, as 
it will begin to flash. The quicker the flashing, the closer the 
Cube is to vanishing. 


CUBE APPEARANCE RATES 






‘Depending on the Rank or type of the match, the 
appearance rate of different cubes varies. 

Acquiring G-Gredits 

Earning credits while Rumbling is pretty straightforward. Blow 
stuff up! All destroyed enemy SVs, Dusters, and Sweepers 
result in a credit prize. The tougher the opponent, the more 
credits rewarded. You also earn money by damaging an 
opponent and destroying objects on the battlefield (signs, 
parked cars, or anything that can be blown to bits). 

Keep in mind that 
the only “fixed” and 
constant fees are 
Chip repair and 
transfer, travel 
expenses from one 
city to another, and 
the entry fees for 
a Rumble. Damage 
incurred on the 
battlefield does not cost anything to repair. However, if a 
weapon gets destroyed or, worse yet, you lose your SV, you 
must pay for the repair of the lost parts. 

Equipping Insurance Modules (there are three progressively 
better types] provides a slight cost reduction for repair 
fees. This reduction is fairly small, however, so it's better 
to simply save your game frequently and exit arenas before 
sustaining serious damage. 


Beyond destroying targets, the other major 
source of income is the Cash Cubes dropped in 
each battle. Make it a habit to routinely sweep 
the drop zones to check for Cash Cubes. Picking 
up a bundle of 5000 Credit Cubes during a D or C 
Rank battle can really help your bank account. 

Rapid Bonus System 

The Rapid Bonus System is simply a method for 
rewarding gratuitous destruction—swift, skilled 
gratuitous destruction. Each time you destroy a target, 
the Rapid Gauge in the bottom-right of the HUD fills. This 
gauge also shows the total number of destroyed targets, 
your current multiplier (if any), and, below that, your current 
earned credits. 

With the Rapid Gauge filled, 
consecutive kills increase 
the bonus multiplier for 
credits earned. (1.0X for 
the first kill, then 1.1, 1.2, 

1.3, and so on.) However, 
it becomes harder to 
keep the gauge from 
draining the longer you 
keep it going, and tougher 
opponents make for more difficult rapid chains. 

To truly benefit from the rapid system, use the Dusters dnd 
Sweepers (very weak combat drones present in each arena) as 
“links" in a chain. Because they can be destroyed quickly with a 
minimum of firepower, use them to refresh your Rapid Gauge 
between the destruction of enemy SVs. Hunt down and crash an 
enemy SV, then find a drone when your Rapid Gauge is close to 
depleting and destroy it to refresh the meter. This should provide 
enough time to find another SV and keep the chain going. Be 
careful about destroying drones too fast, as it takes time for new 
SVs and drones to arrive on the battlefield. If you wipe them all Out 
in rapid succession, your rapid bonus may evaporate before a new 
target presents itself. 

Basic Rumbling Rules 

Rumbling is very simple. 
You may enter a Rumbling 
match at Hard-Wired (the 
matches available vary 
depending on the day the 
city you're in], then you 
must survive as long as 
possible while earning j 
credits and experience 
for your Chip in battle. 

You enter the battlefield through one of three gates at the 
edges of the arena, and you can leave through any of the 
gates at any time. Make it a point to exit before sustaining 
permanent weapon damage or, worse yet, letting an 
enemy SV completely destroy your SV. 


When any SV or drone enters the arena, it is invulnerable 
for several seconds to prevent “gate camping”. Take 
advantage of this immunity by quickly seeking out and: 
destroying one or more enemy SVs. However, once: 
the battle gets underway, be careful of fighting 
in direct line of sight of the gates. Enemy SVs 
entering the battlefield can pound your SV, and 
you cannot retaliate until the shield drops. 
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Opponent Types 

There are several different types of opponents 
in the arena. Each is visible on your HUD with 
a displayed armor gauge of a certain color. You 
can use this to quickly identify an opponent at a 
distance. Be careful, though, as cloaked targets do 
not show their armor gauges, so you could be getting 
more than you bargained for when you reveal them! 

sDrones are the most basic opponents. Green armor 
gauges visible on your HUD denote a Drone. These are either 
Dusters (weak drones armed with machineguns) or Sweepers 
f [slightly more dangerous drones armed with machineguns 
and missiles). Both 
Drone types can cloak 
Ijpmselves with OC. 

While neither type is 
particularly dangerous, 
and they largely exist to 
provide an easy method 
of* maintaining rapid 
chains, they can interfere 
With your rumbling. If you 
spot one while cloaked, you may think you have sighted an enemy 
SV and expend a needless amount of ammo attempting to inflict 
heavy damage. 





Likewise, while cloaked, 
they will trip your radar 
just as an enemy SV would. 

This can cause you to waste 
valuable time finding and 
destroying an essentially 
harmless target. Finally, 
they can cause you to 
mistake incoming fire for 
a serious threat. If you are 
being shot from off-screen by a Drone, it is difficult to tell that you 
aren't being hit by an SV. This will also occasionally cause you to 
lose OC prematurely. 


weapons from behind. Try to maintain awareness of your 
surroundings; if you're lucky, you can spot them before they 
have a chance to cause any damage. In most cases, it 
is best to simply leave the arena if a Crasher shows up. 
Destroying Crashers provides no benefit other than cash. 

Progressing Through the Ranks 

In each of the seven cities in the game, there are four 
classes (A, B, C, D) and two times of day (night or day),. 
for a total of eight basic venues that must be cleared per 
city. There are also special Free days (anyone can Rumble, 
be careful!), and Challenge matches that restrict you to a 
certain type of weapon or SV. 

To progress to the top of the Rumbling world, you must 
move from the lowest of the class D matches all the way to 
victory in every A rank match and beyond, to the regional 
and world Rankers. To challenge a regional Ranker, you 
must beat all classes in a given city. After defeating the 
regional Rankers in every city, you can move on to challenge 
the best of the best—the top three world Rankers. 

Start small and stick to D rank matches and the odd Free 
or Challenge battle. Progress to C, and then B, and finally A 
rank matches. At this point, you should have a strong stable 
of SVs, spare Modules and Options, and one or more well 
trained and experienced Chips, providing a strong shot at 
the world champion spot. Even after you become champ, 
you can still play the game in Master class battles in each 
city to earn credits and Rumble at will, and there is always 
online play or split-screen play against your friends. 


ADVANCED TUTORIALS 

Several additional topics are covered under the advanced 
tutorials. If you've already completed the basic tutorial in- 
game or read through the accompanying advice here, you 
may want to take a break and go for your FIRA license. Take 
the test in Battle School to start Rumbling right away. 

Additional Controls 


Yellow armor gauges visible on the HUD are enemy SVs, which 
are your primary targets. To progress through the ranks, you 
must defeat enemy SVs in each Rumbling Rank. If their gauge is 
marked with a skull, you have already defeated that particular 
Rumbler in a given Rank and City at least once. To challenge the 
Ranker for a given city, time of day (nighttime or daytime), and 
class [A, B, C, etc), you must defeat all of the other Rumblers 
who call that venue home. 

A red armor gauge is reserved for the class Ranker in a 
given venue. This is your target to claim the title for that 
venue. Be wary, though, as these opponents are typically 
much more dangerous than the normal opponents who 
populate the arenas! 

Perhaps the most dangerous target is the Crasher. 

These SVs show up as blue armor gauges on your 
HUD. Crashers are generally at least as dangerous 
as the Ranker for a given venue, and they can quickly 
cause your SV's destruction. Especially frustrating is 
the fact that unlike the class Ranker, which has a 
brief cinematic that pauses the action, Crashers 
have no such indicator when they appear. This 
means it is easy to get blindsided by powerful 


There are several different control schemes to use. 
Choosing the one that is right for you is very important. 
In addition, your preferences will likely change over time 
as your piloting skills improve. To change your controller 
options, visit the Options menu either from the Main Menu 
or from Data Mnemonic in HAVEN and select Key Config. 

If you are new to this style of game, select Beginner style 
controls. This limits the controls to a very simple forward/ 
back and turn left/right on the left analog stick. Jumping 
is accomplished with the ® or ® buttons, and pressing 
in the Left Analog Stick makes the SV dash. You can fire 
ALL weapons at once by pressing any shoulder button or 
®. Your Chip will even manage the Optical Camouflage for 
you. 

After spending some 
time playing the 
game, you should 
consider progressing 
to the Rookie 
controls. This gives 
you the full range of 
movement, with the 










A Left Analog Stick allowing you to strafe, and the Right Analog 
' Stick controlling turning and vertical camera adjustment. It 
also splits the weapon keys into left side/right side, with 
either LI or L2 firing all of the left mounted weapons, and 
R1 or R2 firing all of the right side weapons. You can also 
control your SV’s dashing (L3), jumping [R3 or ©), dodging 
[® and ®], and OC (®). 

Finally, once you are fully comfortable with the Rookie 
controls, consider switching to either Advanced or Custom 
controls. Advanced gives you access to torso twisting on 
the Right Analog Stick, but you lose strafing on the Left 
Analog Stick in favor of turning. This setup provides a much 
greater horizontal threat arc, allowing you to keep a target 
tracked even at extreme angles to the sides. However, what 
you gain in flexibility, you lose in mobility. Without strafing, 
circle strafing is converted into torso twisting and circular 
walking patterns, which are much more difficult to execute 
in cramped spaces. Additionally, it makes exploiting dodging 
to the fullest extent more challenging. 

The other significant change is the de-linking of the shoulder 
triggers. You can now fire all four weapons individually. 
This will probably overload your brain for a bit, but if you 
spent time with the Rookie controls [or simply dove right 
in), you will eventually grow accustomed to firing weapons 
individually. 

If you choose to go with Custom controls, you have the 
greatest flexibility to tweak the controls to your liking. You 
can go with either torso twisting or strafing, link or delink 
the shoulder weapons, reassign buttons to your liking, 
invert the vertical camera movement, enable or disable 
auto aiming, and enable or disable Chip control of your OC. 
Custom is where you should end up after you have spent 
some time playing the game. 

Torso Rotation 

Torso rotation is essentially an alternate method of SV 

control. Rather than having access to strafing on the Left 

Analog Stick, you 

exchange it for 

turning. However, ' 1 

you can then rotate 

your SV's torso with I 

the Right Analog m’’’ 

StiCK (and re-center . -ft jM 

it by pressing R3) IW - ” ; ^ ..iH 

You can twist your U it : 

SVs torso about 45 

degrees to the left or right and aim it up or down as well. 
This provides a greater aiming arc to the left or right, and 
lets you move past openings (down streets, between debris, 
etc) while firing weapons with less direct exposure. However, 
the loss of strafe control is significant, so carefully consider 
whether you wish to use this alternate control scheme. 

Using 
Close- 
Range 
Weapons 

Close-range melee 
weapons function 
similarly to missiles 
in that they need a 
lock to score a direct 


hit. Acquire a close-range lock in the same waf f 
you would a missile lock by getting in range and 
waiting for the blue targeting cursor to lock on. 

Once this occurs, press the appropriate attack 
button and your SV will lunge toward the target, 
inflicting heavy damage on impact. 

Melee weapons have no ammo and they can inflict 
grievous damage [a critical hit from behind with a melee 
weapon will tend to result in an instantly destroyed SV in 
many cases). However, they are somewhat difficult to use 
(though perhaps less so than grenades). The real danger 
is that you expose your SV to significant close-range fire. 

□n the upshot, you don't need many hits with most melee 
weapons. They cause heavy damage from any direction and 
can quickly destroy weaker SVs in conjunction with other 
weapons. 

Consider your SV makeup carefully before equipping a melee 
weapon. If your weapon, option, SV, and Chip are geared toward 
long-range or even midrange combat, you may find that simply 
throwing on a melee weapon does not significantly increase your 
combat effectiveness and, in fact, may cause more trouble when 
attempting to merge conflicting styles of combat. 

Using Optical Weapons 




have 


Optical weapons 
what amounts to a 
“charge” gauge. When 
firing an optical weapon, 
a charge meter next to 
the weapon display bums 
down. The power of the 
weapon depletes as the 
meter depletes and it 
slowly rebuilds over time. 
Otherwise, they function in a similar manner to other direct-fire 
weaponry. They typically deal large amounts of damage in exchange 
for a limitation on their rate of re-fire. 

Using Grenades 

Grenades are very difficult to use in an effective manner. Although 
they can inflict good damage, their primary utility is their method 
of delivery. An arc dependant on your shot angle enables you to 
lob the large explosion of a grenade over intervening obstacles, 
down from rooftops, and around corners. The distance a 
grenade shot travels increases as you aim up, and decreases as 
you aim down. A grenade launched at your feet will not hurt as 
much, but on the flip side, you cannot aim your other weapons ,i 
very well if you are aiming at the ground to shoot grenades at j 
point-blank range. 

If you plan to use grenades, take advantage of their tactical 
quirks; if not, you are better served by choosing a different 
weapon in the slot. Use an SV with good mobility and 
hail grenades down on foes below, jumping or speeding ’ ! 
away if they try to 
approach. Lob them 
down on enemies in 
trenches, alleys, or 
depressions below 
you. Toss 
buildings, 
trees, 
other ter 








Spin Turns 

Spin turns are a very important advanced 
movement technique. Engage a dash, then release 
the pressure on the Left Analog Stick completely. 

Doing so will 
cause your SV to 
brake. Just as you 
release the stick, 
turn the SV. If 
you time the turn 
correctly, the SV 
will turn sharply, 
much tighter 
than it normally 
can. Utilizing this 

t&hnique enables you to do near 180-degree turns, get 
. -around sharp corners, and realign your sights to an enemy 
that is highly mobile. 


High-Speed SV Turns 



To perform a high-speed 
turn, turn and twist your 
SV’s torso in the same 
direction. This only applies 
if you have selected the 
torso twist method of SV 
control. By turning and 
twisting at the same time, 
your rate of horizontal 

greatly increased, enough to track almost any target as it attempts 
to move around your SV. 




□ash Jump 


To perform a dash jump, 
jump immediately after 
boosting in a direction. 

This allows for long jumps 
from a near standstill 
When 'executed properly. 

This is useful for making 
lohg jumps while perched 
on terrain that does not 
allow for long stretches of straight movement, and for quickly 
distancing your SV from nearby enemies. Combine with swooping 
and midair dodging to present a very difficult target for your 
foes to track. 

□ashing and Dodging 

If you integrate dodging 
into your forward or 
backward movement, it 
can somewhat replace 
the loss of strafing while 
using the Advanced 
controls, and it also 
causes your position 
to shift rapidly, which 
can throw off incoming 
missiles and potential target locks. Remember that 
dodging works best when it follows the direction of 
your SV's movement, as dodging in an opposite 
direction does little more than halt your movement 
quickly. 


Reducing Exposure on Landing 

Landing after a jump or fall temporarily immobilizes your SV. 
If an enemy is tracking you as you fall, you may get hit with 
a heavy salvo of weaponry upon landing. You can dodge just 
before or as you land on the ground to scoot out of the way. 
Note that this does not nullify the suspension shock from 
landing, it simply adjusts your SV’s position quickly. 

Consider triggering 
□C as you approach 
the ground if you know 
there are nearby 
enemies to avoid the 
nasty surprise of a 
locked set of missiles 
connecting when 
you land immobile. 

How fast you recover 
from the suspension shock depends on the stabilizer rating 
of your SV’s leg Module. The weight of your SV also plays 
a part and—unsurprisingly—large, bulky, and cumbersome 
SVs tend to land very heavily. 

Supply Container Basics 

As previously mentioned, Cubes and the supply aircraft can 
be destroyed. Both will eventually reappear, so you cannot 
completely deny your 
opponent access 
to the Cubes (and, 
indeed, you don’t 
want to remove 
them completely 
anyway, Cash Cubes 
are always useful). 
Destroying Cubes 
results in a small 
explosion, so it is possible to damage nearby SVs slightly. 
For the ultimate in humiliation, try finishing off a damaged 
human opponent with an exploding health Cube. 

Training Graduation 

If you just finished 
chewing through all 
that info, good work! 

Take a break and 
go Rumble. Refer 
to any points that 
you need to brush 
up on, and focus on 
them while playing 
the game. Once you 
have a firm grasp 
of the basics, look 
over the battlefields 
in more detail, and 
peruse the reference 
section to plan your 
SV mods. 
















stable, have great jumping capacity, and decent 
movement in all four directions. Wheeled setups 
are generally quite quick when moving forward and 
backward, but suffer somewhat in lateral movement. 
Tracked or heavy wheeled legs are flat out slow, 
though they offer superior payload capacity in exchange 
for maneuverability. Hover and Ball style legs have a very 
smooth movement that is distinct from the other types 
available. For any given model of SV, make it a point to 
buy a set of each leg type and use it on the battlefield. You 
might have to tweak your weapon loadout to compensate for 
increased or decreased payload capacity, but it is worthwhile 
to find the style of movement that you most favor. 


The overall weight of your SV is the 
L~ next most important factor. If you 

• constantly modify the weight of your 

components towards the light side 
and choose a lighter model SV, you are 
rewarded with an SV that responds in a 
rapid manner to all movement commands. 

On the other hand, a heavy tracked SV with 
a boatload of weaponry slanted towards the 
heavy end of the scale will move sluggishly, and 
barely respond to any delicate maneuvering you 
attempt. 


Much of the basics for actually playing the game on the 
battlefield are covered in the tutorial overview, but the 
topic is so important that several issues are retouched 
here. It is vital that you learn to control your SV smoothly 
in all situations on the battlefields. Excellent movement 
enables you to evade opponents, navigate 
treacherous terrain, and get into position 
to make the most devastating use of 
j your weaponry. 


of game, spend time in the training 
room in the SV Hangar, simply 
j driving your SV around the arena 

floor. Short excursions into D Class 
Rumbling should help acquaint you 
TTf with light combat, and if you can 
ad. . J&k bring a friend around or hop online, 

'' :■ jaw h even better. Be aware that people you 

\jl , don't know are not going to pull any 

punches, however, so while multiplayer 
is the best place to hone your skills to a razor edge, it is 
not the place to receive tender instruction in the nuances 


Once you have a handle 
on the movement of your SV, it is 
important that you utilize your mobility to 
best effect. If your SV is fast, use your 
mobility to avoid incoming fire, rapidly 
patrol between Drop Zones, retreat from 
battle, search for higher ground, and 
jump over opponents and spin around to 
hit their vulnerable rear. 


If your SV is slothful but mighty, search 

for terrain that minimizes maneuvering 

opportunities. Enclosed hallways, very rough 

terrain with a many bumps and obstacles, the spaces between; 

buildings or debris, and areas where your back is covered either 

by the edge of the arena, or a walled or difficult area that is rarely 

traversed by opponents are all ideal. 


Holding the controller ri - ~ 

under the advanced ,/ \\ 

control scheme can i*" * ° VJ 

actually be a bit of a feat, , _ . 

as piloting an SV armed 

with all four weapons at once •'rfM *’“• *" 

demands that both of your pay# 

thumbs and four of your fingers ^ 
occupy the top of the controller. If * ■ 
you find that managing this efficiently 
is simply overwhelming, either turn down the controller 
setting, or consider adjusting your weapon loadout slightly. 
There are plenty of weapon configurations that are perfectly 
effective without demanding constant attention to all four 
shoulder buttons. Melee weapons are handy here, as you 
can wait for the right moment to strike before tapping an 
attack button, whereas Machinegun type weapons tend to 
require more constant attention, and semi-rapid fire missile. 
Modules strike a middle ground between the two. 




While it is easy to think of the SV manufacturers in terms c 
'light' (Proton) to 'heavy' (Hartman), don't pigeonhole the 
SVs so quickly. By customizing the weight of components, 
choosing specific Chips and Options, and picking certain 
leg types, you can skew just about any SV towards high 
maneuverability, or high survivability. On the other 
hand, it usually isn't worth your while to dump a lot of 
Chip development time and money into creating the 
worlds fastest Tracked Super Tank. Emphasizing 
the strengths of each SV type with a good Chip, 
carefully chosen weapons, and Options that 
complement your SV build is the easiest path to 
success on the battlefield. 


The feel of your SV on the battlefield is largely affected by 
two primary attributes: the weight of your SV, and the type 
of legs you have equipped. Actual legs tend to be nicely 
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Weaponry also plays a part in how your 
^?movement relates to combat. If your SV is 
equipped with melee weapons, getting to close 
range (and ideally, close range and behind your 
foe] is your most important goal. Lighter, faster SVs 
can accomplish this much easier than their slower 
counterparts, but in exchange, they suffer in terms 
of survivability. You may wish to maximize Options 
f and Chip capabilities that enhance the Protect, Jump, 
* * Speed, Pounce, TAPS, and Accuracy Skills. Moderate 

weight SVs strike a decent balance between survivability 
and .maneuverability for Melee combat, while slower SVs 
.ye difficult to get into position for Melee hits on most maps, 
tjhough they can certainly take more punishment. Search for 
confined terrain that heavily restricts enemy maneuverability, 
or open terrain with nearby cover that you can jump to or 
from as needed to maximize the power of melee weapons. 





I INI C 
MOST 

IMPORTANT 
BUTTON I INI 
HAVEN 

Is Circle. Really. Why is that, you ask? Because it lets 
you instantly skip the travel animation from one part of a 
HAVEN City to another. While walking around the digital 
streets is nifty the first few times, you would likely be 
pulling out your hair around the nine hundredth if you had 
to march all the way through the cities every time you 
wanted to hit the Machinist. 

Fortunately, you don't have tol Press Circle while moving, 
and the travel animation will instantly abort, loading up 
your selected destination immediately. 




is 


Ranged weaponry is a bit more complicated. Missiles demand 
that you have good maneuverability to acquire and maintain a 
lock, and direct fire weapons of all types need a clear line of sight 
and tend to require a constant lock over an extended period of 
time to deal heavy damage. High damage, slow refire weapons 
in these categories are good ‘burst’ damage weapons. You can 
inflict large amounts of damage in one brief strike, and then 
retreat behind cover to avoid return fire. Few weapons in S.L.A.I. 
have anything that could be considered a true ‘reload time’, but 
there are definitely weapons with a higher damage output that are 
ideal for hit and run combat. Look for mixed terrain with ample 
cover when using these types of weapons. 

For weapons that are lower damage, higher refire, it is necessary 
for you to expose yourself for longer periods of time, and this is 
.where your movement skills must come to the fore. You need to 
take advantage of available cover as much as possible, just as you 
would with burst damage weaponry, but there is no way of avoiding 
the fact that you must keep a clean line of sight to your target 
until they are destroyed. Rear strikes are somewhat less lethal 
with these weapon loadouts, as the potential critical hit damage 
^ mitigated by the larger number of smaller damage hits. On 
the other hand, if you can catch SVs in the open that have poor 
weapon setups for dealing heavy sustained damage, you may well 
be able to evade their slower attacks and destroy them before 
they can deal much damage to you at all. Search for open terrain 
with some light cover and convenient nearby escape routes to 
maximize damage with these types of loadouts. 

When it comes to specific arenas, spend time in Chapter 2 
looking over the maps and comments on the different arenas. 
Each Rumbling venue has a distinct feel, and some are much 
better suited to high or low maneuverability SVs. 



When you aren’t Rumbling in an Arena, your virtual behind 
is parked in the digital cityscape of HAVEN. Every city has its 
own unique version of the global network, distinct in color 
and theme. All however, are identical in function. Each city 
has the same stores for you to utilize. The most important 
difference between the various cities is that each has its 
own unique arena. Otherwise, you can buy parts at the 
Machinist anywhere in the world, new tunes at Blood Music 
in any city, and tweak your parts at Edgeworks from London 
to Hong Kong. 

Actual navigation in HAVEN is very easy. A menu with all of 
the available shops pops up when you enter HAVEN. Pick a 
location, and your virtual avatar travels there immediately. 
You can also disable the menu and walk around the 
junctions in HAVEN manually if you wish to simply admire 
the scenery. 


SHOPS AND SERVICES 

While the stores and services offered in each HAVEN 
City are the same, what is sold is most definitely not 
the same on any given day 
in any given city. For details 
on what is available when 
and where, check Chapter 
3. You can quickly find the 
part you are looking for 
and figure out when you 
must visit a certain shop to 
purchase it. Similarly, when 
you are ready to Rumble, 
check the detailed Schedule 
in Chapter 2. It shows the 
full 100 day Rumbling 
schedule for each city. 


HARDWIRED—HERE’S 
THE PLACE TO RUMBLE. 
LET’S GO ALREADY! 

Hard-Wired is the Rumbling center for every City on the 
globe. This is where you will spend almost all of your time, 
as it is your digital portal to the arena for the city you are 
visiting. Registration for all SV matches takes place here, 
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Playlists 

This handy option lets you configure up to 8 unique musical 
playlists, each containing up to IQ songs, which can be ordered to 
play in sequence or randomly. New tunes for your Playlists can be 
purchased at Blood-Music. 


Schedule 

Examine the full Rumbling Schedule here 

IMext Day 

Advance time by one day 


to tinker with 
SVs, and examine your 
can even take your SV for 
a free test run 
to fiddle with 
performance. 


SV 


Set-Up 


modify existing ones, link to a specific SV, c 
any SV in the Hangar, take one out for a trial run on a te 
re-name your SVs, or dismantle them completely for parts. 

Initially, you have 3 SV ‘Work Decks’, each of which can hold an 
assembled SV. You can purchase additional Work Decks, up to 
8, for 100,000 Credits each. 

Chip Set-Up 

This option lets you select the Chip your SV uses in batlie. and 
allows you to examine all of your owned Chips in d 
have access to your E-Chip, the special beginning Chip tf 
be destroyed in battle, but does not evolve. New C 
purchased at Difference EG, and you can s 
decide they no longer fit your play style. 


Mods List 


Here you can examine the detailed specs on all of your owned 
Modules, including Paint Kits and Decals. 


The main shopping spot 
for Wire-Heads, you 
can purchase new 
SV parts and used 
SVs here, as well 
as Paint and Decal 
Kits to customize 
your SV. 


Launch SV gets you out on the battlefield in your linked SV, 
assuming you can pay the entry fee for the match. Free class 
matches are, well, free. Other matches have increasing 
costs based on the class rank (for ABCD, 2000, 1500, 
1000, 500, with Challenge matches weighing in at 2000 
credits). With that out of the way, you can pick one of the 
three Gates from which to enter the Arena, and you are 
off. Your Chip is loaded on your SV, your remote control is 
hooked up, and you are deposited into combat. 


Using this option takes one day of time, regardless of how 
long you spend on the battlefield. Which match is available 
depends on the day, and the city you are visiting. Check the 
full schedule in Chapter 2 for all the details. 


Rent SV lets you take a very weak SV on to the battlefield. 
The advantage to doing so is that you pay for your rental after 
the battle. This can allow you to scrounge some Credits from 
dropped Cubes or weak opponents in lower class matches. 
Handy if you were Crashed recently and lost all of your credits 
(though you should never be in this situation, save early, save 
often!) Select SV allows you to link to a different SV from your 
SV stock in the Hangar. Scouting lets you check out the three 
Rumblers currently on the battlefield, with their names, their 
Chip's name, and the prize money for destroying them. 


Field Info 


Field Info gives you a short description of the battlefield 
present at your current city 


Rankings 

Rankings lets you check out who is who in the Rumbling 
world. You can scan the current champions for every class 
in Regional, check the top three World champions, and view 
the champions for each of the Challenge classes. As you 
defeat each match, the champion depicted in a given spot 
will be taken up by your own personal Avatar. 


Schedule 

Schedule allows you to examine the full 100 day schedule 
for%ll cities. 


Next Day 

Just as it sounds, you can advance time by a day if you need 
to advance to a specific class match in the arena, or if you're 
waiting for a specific part to show up in one of the 


Status 


This option gives you some basic details about your 
Rumbling career. 


Launch SV, Rent 









i Buy Mads 

You can purchase new Modules of every different 
type here. What is available depends entirely on 
what city you are in, and what day it is. Even if 
you aren’t checking the schedule religiously to find 
a specific part, stop by now and then to see what is 
up for sale. 

Sell Mods 

As you play the game, you will find that your taste in SVs 
|. grows and changes over time. After experimenting with 
' certain parts, you may find they no longer serve any useful 
purpose. You can sell back any mod for 70% of its price, 
including any customization you may have done at Edgeworks. 
This is a nice refund, and you can easily grow your personal 
buying power gradually until you are able to swap in and out 
new parts for any SV you wish to build easily. 

Buy SV 

Purchase a whole used SV. Sometimes they come fully loaded 
with Options and Modules, sometimes they are mostly empty. As 
with purchasing normal Modules, which used SVs are available 
varies depending on the day and city. Even if you aren’t shopping 
for modules, check the used SVs occasionally. Sometimes you 
can find nice bargains on great parts. 

SV Set-Up 


Body as you gain weight, or gain them as you lose weight. 
All of these are reversed if you decrease the weight of a 
Module. 

The price for customizing a given Module increases as 
the level of adjustment grows higher. Any Module can be 
customized towards Light or Heavy in S9 steps. Every step 
gets more expensive, and a certain point, each step gets 
much more expensive. For this reason, it is more economical 
to tweak your Modules within moderate bounds. However, 
once you are rolling in cash, you can certainly experiment 
with the extremes of SV customization. 

Come to Edgeworks when you are just a few pounds 
overweight to shed some fat on your Modules, or increase 
the weight of your Leg Module to add additional payload 
capacity. If you have weight to spare, crank up the weight on 
some Modules to add more firepower and armor, but watch 
out for the effects on speed, maneuverability, jumping, and 
dodging. 

Customize 

Tweak a Module in steps towards Light or Heavy. Each step 
costs credits. Most store-bought Modules are only tweaked 
a few points towards Light or Heavy. All values for Module 
attributes in this chapter are displayed at a base level 0. 
The attributes will increase (eg armor] or decrease (eg 
Jumping) as you raise or lower the weight. 


After you've purchased some new modules, you are likely going 
to want to adjust your SVs. You can quickly zip to the Hangar bay 
from here. 



The place to go for Module tweaking. Edgeworks allows 
you to adjust the weight of any Module in your inventory. 
Increasing and decreasing the weight of various 
Modules allows you to cram more stuff onto your 
SV Legs, and you can adjust the performance of 
your Modules as well. Weapons deal more damage 
as they get heavier, Modules provide more Armor 
Points, and your SV's maneuverability suffers as 
weight increases. You also lose Sockets in the 


Paint 

Custom Paint Kits that you purchased at the Machinist can 
be applied to your SV here. Remember that you can always 
buy a paint stripper to clear off an unwanted skin. You can 
also buy a custom paint kit to tweak the RGB values of your 
SV personally. 

SV Set-Up 

Another quick shortcut to your Hangar, useful after modifying 
the weight of your Modules. 

DIFFERENCE EG 

Chip HAVEN. Difference 
EG deals in selling new 
Chips to prospective 
Rumblers, and caring 
for Chips in use. You 
must visit Difference EG 
regularly to repair your 
Chip and occasionally, 
when it is too damaged, 
transfer it to a new Chip 
unit. This keeps all of your Chip’s levels intact, but it grows more 
expensive as it earns levels. For the nitty gritty details on Chip 
levels, pricing, and more, skip down to the Chip section. 

Buy Chips 

Pick up fresh new level 0 Chips here. Which Chip is available 
depends on the city you are in, and the current day. 

Sell Chips 

Sell off your personal Chips. Higher level Chips are worth 
more, but given the amount of effort involved in leveling up 
your Chip, you shouldn’t sell off many high level Chips. 
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levels earned. Because your 
when repaired from battle damage, it is eventually necessary 
to transfer your Chip. This process grows increasingly 
expensive as your Chip earns levels. 

Chip Set-Up 

Visit the Chip selection part of the Hangar to swap your 
equipped Chips around. 


Top Sellers 


Showcase *1 -4 


One of the cooler parts of S.L.A.I. 
is the soundtrack. There are a lot 
of songs on it, and they are largely 
from independent musicians. 
Best of all, all of them can be 
purchased from this store. You 
can then visit your Hangar and 
create custom playlists with your 
favorite tunes. The songs available 
in any given city vary 
depending on the 
day. At only 1,500 
credits, you can pick 
up full playlists on 
the cheap even early 
in the game. 


Visit the showcases to examine batches of songs by various 
artists. 













jJFHff ! 


Idol sells personal avatars. Because HAVEN 
is entirely virtual, your appearance to others is 
defined by your assigned avatar, not your fleshy 
meat-space body. You can purchase new avatars at 
the Idol store, with prices ranging from reasonable 
to outrageous, based on the complexity of the avatar. 
Available avatars vary based on the city you are shopping 
in, and the current day. 

Lo-Tek Series 


9 


Basic wireframe avatars in various colors and poses. 
Usually around 10,000 credits. 

Readout: Series 

Skinned polygonal upper bodies, typically about 50,000 


Display 

Adjust the screen positioning. 

Audio 

Choose between Pro Logic II, Stereo, or Mono audio types. 

Volume 

Adjust sound and music volume levels. 

Vibration 

Enable or disable Dual Shock vibration. 

Default 

Reset all options to defaults. 




Puppet Series 

Skinned bodies, with light detail, around 25,000 credits. 


Return to Title 

Return to the main title screen. 


Edge Series 

High detail avatars, extremely high prices (around 150,000 
credits!). 


DATA-MNEMOMIC 



Don't forget indeed! This 
should be your most 
frequent stop besides 
Hard-Wired early in the 
game (and even later if 
you are cautious). Save, 
save, and save some 
more. Save after every 
successful Rumble. 

Reload if you are crashed. 
This may seem excessive, but your early game nest egg 
Of credits is going to be swiftly depleted by Rumbling fees, 
travel fees, Module purchases, Module customization, Chip 
maintenance, and if you are feeling flush, Paint, Decals, 
Avatars, and Music. There are a lot of expenses, and losing 
huge chunks of money to a destroyed SV is not something 
you want to deal with. 



The other options available at Data Mnemonic are largely system 
oriented, you can tweak your key config, display, audio, volume, 
and so forth. 

Save 

Save your game. 

Load 

Load your game! 

Key Config 

Set your key configuration. Early on, spend time playing 
with the various options available here. You should 
eventually be progressing towards the advanced 
control scheme, with or without torso twist 

enabled. 



KOJIMA— A KOJIMA 
PROTON SHOP. A REAL 
LIGHT SV. 

881 

Protons in a word: Nimble. Drop by the Proton Shop to 
purchase brand new SVs. For all five of the manufacturers, 
the SVs available vary based on the city and day. 

OMSK— AN OMSK KMT 
PLACE. A GOOD LC3ISICB- 
1=1 A INI 13 EE FIGHTER. 

gi 

Sniper rifles! The KHT has plenty of toys for distance battling, 
and they are plenty speedy as well. 







The Zwerg has access to the single melee weapon that can 
cause EMP shocks, disabling enemy O.C. and decreasing 
their Chip effectiveness. Handy! 


AMERICAN STARS— 

AMERICAN STARS 
HARTMAN SHOP. REAL 
HEAVY BV. 



Big thick treads or tracks and heavy duty weaponry is the 
Hartman style. 


BATTLE-SCHOOL— 

IT’S LIKE A SCHOOL. YOU 
CCA INI STUDY STUFF HERE. 

Hey, that’s just what your Chip says about the place. But 
really, this should be your first stop when you begin playing 
the game. The tutorials are covered in much greater detail 
at the beginning of this chapter, but to get your feet wet, 
this is the place to go. You must clear the basic Rumbling 
test here to get your license before you can begin your 
Rumbling career. There’s also a library of facts about the 
world of S.L.A.I. if you are curious. 



Your source of transit between HAVEN cities. Beam-Port will 
ship your SV to a new city, and you can log in there the next day. 
Transit takes one day and a sum of credits. The fee is usually 
low (a few thousand], but it is more expensive to travel between 
distant cities. Hong Kong to New York is more expensive than 
Hong Kong to Japan for example. 

Destination 

Choose your destination, pay the fee, and spend one day as your 
SV is flown to the city. 

Our Service 

A brief description of the Beam-Port. 

Schedule 

Check the full Rumbling schedule. 

Next Day 

Advance time a day, useful if you’re waiting for a specific match or 
part at a certain city. 


WILED MACHINES 

Once you have achieved a good number of victories in the various 
world Rumbling Venues, you may wish to shop at the most 
exclusive of SV stores, Wild Machines. Only open on certain days 
in certain cities, you must time your arrival to visit this store. 
Check the schedule below to see when Wild Machines is open 
for business on your city’s server. 
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CONSTRUCTION 


Keep in mind that the overweight condition is not a 
disqualifying condition for your SV. In other words, you CAN 
Rumble while overweight...but doing so causes severe 
movement penalties, and the performance of your SV will 
be extremely sluggish on the battlefield. In almost all cases, 
it is best to stay within your weight limit, though you can 
certainly go over and experiment with the feel. 

□ne final note on picking out SVs. When shopping at the 
Machinist, make it a point to drop by the Used SVs store 
occasionally. You can sometimes find rather rare parts for 
sale, and sometimes, good prices on expensive parts attached 
to otherwise mundane spare SVs. 


[tiding an SV is one of the single most enjoyable parts in 
_.L.A I., second only to the actual Rumbling on the battlefield. 
Tljl construction of a new SV is extremely simple [indeed, you 
can purchase ready made SVs from each of the five major 
manufacturers), but the process of customizing and tweaking it 
to be your machine is an unending (and enjoyable) process. 

When you begin playing the game, you are well advised to simply 
buy a ready made SV from one of the stores and get out on the 
battlefield. After you’ve earned 
some Credits on the Rumbling 
circuit, stop by the Machinist 
and browse the available parts. 

If you spot some legs you'd like 
to try on, buy them. If you see 
weapon that looks 
pick it up and slap 
you've got extra casn 
and you like the basic 
id plug them in, or visitl 
Edgeworks and get your Modules trimmed to your specifications. 

Every SV consists of two basic parts, a Body Module, and a 
Leg Module. You could go Rumbling without anything else, but: 
you wouldn’t have much fun in such an SV. To complete thfr 
construction process, pick up one or more weapons for your SV. 
You can fit two Arm Modules and two Shoulder Modules on to? 
your SV (weight restrictions permitting). Finally, to finish the build,' 
you can purchase Paint kits to skin your SV, Decals to apply, 
tunes at Blood Music to listen to while you Rumble. 

The type of your SV is always one of Proton, KHT, Carro, Zwerg r 
I or Hartman. This is based on the basic chassis you use fo? 
your SV (the Body Module). Only compatible Modules from the 
same manufacturer can be fitted on to your Body Module. 
With a few exceptions, Options can be used on any SV. 
Similarly, Paint and Decal kits can be applied to any SV. 

The primary restriction on equipping your SV with the 
weapons of destruction you crave is weight. Weight can 
, be your enemy or your friend, depending on how you 
configure your SV. Every component that is placed 
on your SV adds to its total weight, even down to 
the Chip. The Leg Module that you equip has a 
Max Payload value. This is the total weight of all 
equipped Modules that you can carry without going 
overweight. Increasing the weight of your Legs at 
Edgeworks can give you more payload capacity, at 
the cost of maneuverability. 


The following tables give you the rundown on every piece 
of Rumbling gear you can find in HAVEN. When you first 
begin to play the game, don’t worry too much about finding 
specific Modules. Get an SV out on the battlefield and 
become familiar with the game. Once you’ve spent a fair 
amount of time Rumbling, and you have a better feel for 
what weapon types you like, what distance you prefer to 
fight at, and what terrain and arenas you enjoy, scrutinize 
the tables at greater length to find tools that match your 
preferences. 


SV ATTRIBUTES 


COIN/IIVIOIM ATTRIBUTES 




WEIGHT 
FACTORS 

All of the weight values shown on the tables are internal 
numbers used in the calculations for changing the weight 
at Edgeworks. To figure the actual weight of a Module 
on your SV, divide the number by 100. You can use the 
numbers as they are presented to easily figure out which 
parts are heavy and which are light. 


I All SV Modules share certain common traits. 

Armor Points 

The armor points of all your equipped Modules are added 
together to give you the final Armor value for your SV. There 
are Shoulder Armor Modules that serve no purpose other 
than adding protection to your SV. You can also increase 
your defenses by increasing the weight of components 
at Edgeworks, or decrease them by lowering the weight. 
Certain Options also provide defensive benefits, and your 
Chip contributes to your defenses in several ways, including 
straight Armor increases. 





Weight 

The weight of a Module is added to the overall weight of your 
SV. Higher weight decreases maneuverability in all ways, 
and exceeding the maximum payload capacity of your SV's 
Leg Module causes a drastic drop in performance. Weight 
is a very important attribute in determining what Modules 
you are able to install on your SV, and it is worth managing it 
carefully. You can adjust the total weight of your Leg, Body, 
Arm, and Shoulder Modules at Edgeworks. The weight of a 
given Module is shown as either Light or Heavy, followed by 
number from 1 (barely lighter or heavier than a base part) 
to 99 (much lighter or heavier than a base part). The cost 
of shifting the weight of a module increases dramatically as 
you push it towards level 99, and dealing with maximum 
payload can make it impractical to severely adjust the 
weight of modules. Nonetheless, tweaking the weight of 
your Modules is one of the best means of controlling the 
weight, and thus the performance of your SV. 

Price 

Not precisely an attribute, but it is worth noting that as the 
Weight of a Module is increased or decreased, the value 
of that Module goes up. Similarly, the higher level a Chip 
climbs, the higher its price increases, and the more you 
must spend to repair or transfer it. All Modules, Options, 
and Chips can be sold back for 70% of their Price, so you 
can get a decent return on your investment should you 
decide you no longer need a certain part. 


BOOY MODULES 

The Body Module you choose for your SV determines the 
'type' of SV you pilot. If you pick a Carro Body, you must use 
Carro Legs, Arms, and Shoulders. 



Becoming the World Ranker on the Rumbling Circuit will 
eventually allow you access to three special SV types, the 
Elint, Molniya, and Ardito. Their attributes are included in the 
following tables with the five normal manufacturers. 


Socket: Holes 

Body Modules generally contain 5 Sockets for Option Modules. 
Options can take up one or more Sockets. Increasing or 
decreasing the 
weight of your Body 
Modulewilldecrease 
or increase the 
number of Socket 
Holes available for 
Options. 




■DETAILED PART TABLES 
BODY MODULES 


LEG MODULES 

Your choice of Leg Module has a critical effect on the 
maneuverability of your SV. In conjunction with the overall weight 1 
of your SV, your Leg Module determines how well you can move 
about the battlefield. Increasing the weight of your SV through 
customizing Modules at Edgeworks and adding heavy parts has 
a negative impact on virtually all Leg Module attributes, and 
going overweight has an extreme negative effect. 

Max Payload 

For Leg Modules, Maximum Payload is a very important 
figure. It determines the maximum Weight you 
can have for all equipped Modules, Options, and the 
Chip without going overweight. Should you exceed 
this value, the maneuverability of your SV will decrease by a 
significant amount. Increasing the weight of your Leg Module 
at Edgeworks increases the payload capacity, at the cost of 
a slight maneuverability hit. 

Max Speed 

For Leg Modules, this attribute gives you a base number to work 
with for evaluating its potential speed on the battlefield. It can 
be modified by the overall weight of your SV (with heavier parts 
decreasing maximum speed), and the Chip you have equipped also 
affects your maximum speed. When seeking out nimble SVs, this 
is one of the first figures you should examine. 

Veering Speed 

Another very important maneuverability attribute unique to Leg 
Modules, the Veering Speed of a Module affects how fast it can 
turn. This has a significant impact on your combat effectiveness, 
as maintaining locks on enemies and keeping opponents away | 

from your vulnerable rear is a factor of Veering Speed. Keep fl 

in mind that performing high speed turns amplifies the effect 
of the Veering Speed on your SV, with nimble SVs capable of 
turning near instantaneous 180s at high speed. 

Jumping Power and Jumping 
Speed 

Leg Module Jumping power determines the maximum 
height of a jump. It can take several seconds to reach 
this theoretical limit, depending on the Jumping Speed 
value of the Module, which determines how quickly you 
rise to the max possible height. If you are looking to 
jumps as a means of rapid travel, keep an eye on 
these linked attributes when picking out a set of 
legs for your SV. 
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Dodge Step and Mid-Air 
Dodge Step 

These two attributes determine the distance 
traveled laterally when performing a dodge 
maneuver. If dodges are a significant part of your 
evasive repertoire, be certain to choose a Leg Module 
that has high values in these attributes. 



a low Stabilizer 2 value, you can be paralyzed by opponents 
with rapid firing weapons, severely stunning your SV as you 
scramble for cover. How much the jump stun affects you 
depends on how much you use jumping as part of your 
combat maneuvering. For some SVs, it matters little, but 
for frequent jumpers, the stun duration after landing can 
result in either a hail of missiles to the back, or a safe 
getaway. 


Back Step 


STAJ [Stun Time After Jumping] 


The speed your SV travels while moving in reverse. Wheeled 
|j Leg Modules tend to excel at rapid forward and backward 
p jljpovement, while other types vary. The speed of reverse 
f ypovement can be very important for you depending on your 
vyeapon loadout, as maintaining a constant distance is very 
useful for certain weapons. Additionally, moving backwards 
i| critical in combination with sharp turns for preventing an 
enemy from reaching your vulnerable rear. 

Stabilizer 1 and Stabilizer 2 

The first Stabilizer value for a Leg Module determines how quickly 
your SV recovers after landing from a Jump, and the second 
how fast you recover after being hit by a weapon, Both values are 
important to maneuvering, but the second can frequently mean 
the difference between life and death in the arena. If your SV has 


A fixed value, this number is the minimum amount of time 
you can be stunned after landing, regardless of how good 
your Stabilizers are. 


ARM MODULES 

Arm weapons tend to be lighter and less damaging (usually) 
than Shoulder weaponry. They are your 'bread and butter' 
tools. Machine Pistols and Machine Guns are superb for 
breaking the Optical Camouflage of a cloaked foe, and 
arm mounted missile launchers or heavy cannons provide 
a surprising extra punch. When customizing weapon 
modules, for either the Arms or Shoulders, remember that 
increasing weight tends to increase damage, but decreases 
available ammo. 


DETAILED PART TABLES, LEG MODULES 























































Model 

; Arm weapons do not have the manufacturer of the part in 
the Module name, so this column is used to show which 
SVs can equip the part. 

Weapon Category and 

Ammunition 

These two attributes are used to describe the basic form 
and payload delivery of a weapon. Once you have used a 
weapon of each type in battle, you should have a much 
better idea of what to look for when shopping for new tools 
of destruction at the store. 

Lock On 

Generally, most weapons have limited lock-on potential— 
your SV's targeting computer can track and direct weapons 
fire at the last location of an opponent. For some weapons, 
typically Missile class guns, they have in-air guidance systems 
that continue to track an opponent after the projectile has 
left the barrel. 



Firing 

How many shots are fired with one press of 
the attack button. Multishot weapons tend to be 
more damaging, but it can be difficult to score hits 
with every projectile. 


Attack Power 

The amount of damage inflicted in terms of Armor 
Points, this is the most basic figure for determining the 
lethality of a weapon, but it must be carefully considered 
along with the delivery method, speed, and difficulty of 
scoring a clean hit. In most cases, the harder it is to land 
a solid blow, the more damage a weapon deals. 






Blast Radius 

A simple measure of the radius for explosive weaponry. 
Grenades tend to have very large explosions, and keep in mind 
that the explosions do NOT affect you. 

Min Blast 


Angle Offset 

The Angle offset is the angle at which these weapons will 
fire if your SV is in a neutral position. This can be important 
if you are trying to lob the projectile a greater or lesser 
distance by aiming the weapon up or down. 

Reload Time 

While most weapons in S.L.A.I. can refire extremely 
quickly, the slight difference in refire speed has a very 
strong impact on the performance of a given weapon. 
As a rule of thumb, most weapons with a very quick 
reload have very low damage per hit, and weapons with 
slower reload times are balanced with greater potential 
damage per hit. 

Time 

This blandly named descriptor applies to the maximum ‘live’ 
time of a projectile before it detonates automatically 

Starting Speed, Top Speed, and 
Acceleration 

These three linked attributes, primarily for missile weapons, 
determine the starting and maximum speeds for a launched 
projectile. The acceleration value determines how quickly 
the projectile will hit its top speed. When picking out 
missiles, pay careful attention to these figures, as they have 
a significant effect on the distance at which the weapon is 
most useful, as well as how strong the guidance systems 
have on the path of travel. 

Fire Angle 

For rapidfire or spread weapons, this figure measures the 
degree of dispersal [essentially, inaccuracy] for each shot 

Homing Speed 

How quickly the homing systems for a homing projectile 
can kick in 


The minimum size of the blast radius 

Blast Time 

How long the explosion lasts 

Blast Damage 

How much damage is inflicted by the explosion 

Ammunition 

Total ammo stores for the weapon. 

Recharge Time 

For energy weapons, how long the gun takes to refill a charge j 

Stun Time 

Generally, heavier stronger weapons have a more significant 
impact in terms of stunning your opponents. This is affected by 
the Stabilizer strength of the foe you hit. 

Impact Strength 

How strong the knockback effect is for a given weapon. This can 
dislodge foes from precarious perches, though the effect is less 
noticeable on flat terrain 


WDM [Weapon Destruction 
Modifier] 

Weapons with high values in this attribute have a greater chance 
of dealing critical damage to enemy weapons. 

Durability 




How sturdy a weapon is, and how much punishment it 
can take on the battlefield before being permanently 


RFI (Repeat Fire Interval) 

The delay between multiple shots for weapons 
that shoot more than one projectile at 
a time 









# Shots (Number of Shots] 

The number of shots a single button press 
results in. Some weapons fire more than one 
projectile per ‘shot’ 

Irradiation 

. .. y How powerful of a charge an energy weapon holds. This 

VHp determines the total length of time an energy weapon can 
be continuously fire before depleting its charge 

SD CSystem Disruption) 

The EMP weapons can disable enemy O.C. capabilities, and 
damage Chip performance as well. This value determines the 
lengtfi of the EMP effect. You can see this at work in battle 
by a crackling blue glow around your SV, and the inability to 
activate your cloaking system. 

Thrust Range 

The distance an SV lunges forward when striking with this melee 

weapon 

Thrust Radius 

The radius of the swing. Some melee weapons have a very wide 
arc, allowing for easier contact on near hits. 

CGT (Chip Growth Type] 

A Very important value, the Chip Growth Type determines how 
attack experience from this weapon is divided up towards Chip 
Skill growth. As you damage an opponent with this weapon, the 
experience is totaled, then divvied up to three Chip Skills in a 
60/30/10 split. In conjunction with the type of Chip you choose 
(each of which has its own unique Growth for experience earned 
from SV kills), this is the other major factor that determines how 
your Chip will develop as you battle. If you wish to be very careful 
about your Chip development, only utilize weapons that have 
growth types in your favored Skills until the Chip is completely 
maxed in levels. 


CHIP GROWTH EXPERIENCE 
DIVISION 



APT (Attack Preparation Time) 

The delay between pushing the attack button and the 
weapon actually firing 


DETAILED PART TABLES, ARM 
MODULE DESCRIPTIONS 

Arm Description 

T48 MACHINE PISTOL 

NIMBLE AND ROBUST PROTON SUBMACHINE GUN 

T53 ASSAULT RIFLE 

SMALL-CALIBER, LOW-RECOIL PROTON RIFLE 

TB2 SAMURAI STEEL 

PROTON CHAIN BLADE REMINISCENT OF A KATANA 

T64 SAWED-OFF GUN 

PROTON SHORT-BARREL SHOTGUN FOR CLOSE RANGE 

T67 GRENADE M.GUN 

PROTON RAPID-FIRE GRENADE LAUNCHER 

TBB C02 LASER GUN 

PROTON LASER FRAGILE BUT HAS POWERFUL ATTACK 

T57 CHAIN GUN 

MOTOR-DRIVEN, RAPID-FIRE PROTON CHAIN GUN 

T70 MLRS LAUNCHER 

MULTIPLE SMALL ROCKET LAUNCHER FOR THE PROTON 

PPK51 KIRSANOFF 

OLD-FASHIONED BUT ROBUST KHT SUBMACHINE GUN 

SV68 NIKOLAYEV 

KHT SNIPER RIFLE LOW AMMO, GOOD DAMAGE/RANGE 

CP42 GOBALEUSKY 

KHT CHAINSAW EFFECTIVE EVEN IN COLD WEATHER 

APG65 PERUN 

KHT ROCKET LAUNCHER HIGH FIREPOWER FOR CLASS 

PRK69-2 POLEVIK 

KHT MISSILE POD FOR MULTIPLE WARHEAD LAUNCH 

PPC71 CHERENKOV 

KHT PLASMA RIFLE FIRES HI-SPEED PROJECTILES 

KPK54 KUZNETSOV 

KHT HEAVY MG LOW FIRING RATE BUT POWERFUL 

KUV66 ROUSALKA 

KHT SINGLE-MISSILE POD TAKES OUT MEDIUM SVS 

PA20 CAMERATA 

CARRO SUBMACHINE GUN WEAK BUT EASY TO USE 

FA12 FAVILLA 

CARRO ASSAULT RIFLE CLASSIC, RELIABLE MODEL 

AMI7 BASTONCINO 

CARRO PILE HAMMER FIRES HI-SPEED PROJECTILE 

FL3Q CACCIATORE 

CARRO MODIFIED SHOTGUN FOR CLOSE RANGE 

LC15 TIFONE 

BASIC, MID-SIZE CARRO SINGLE-LAUNCH ROCKET 

LAS2 GIAVELLOTTO 

CARRO LASER WITH Hl-INTENSITY YAG BEAM 

CG25 OIAVOLO 

RAPID-FIRE, ROTATING 27MM CARRO GATLING GUN 

LM10 SAGITTARIO 

CARRO MISSILE POD GENEROUS MISSILE LQADOUT 

MASCHINENPIST0LE17 

EFFECTIVE, RELIABLE ZWERG SUBMACHINE GUN 

MASCHINENGEWEHR13 

ZWERG ASSAULT RIFLE SHORT FIRE INTERVAL 

EMP LAHMUNG FAUST 

ZWERG EMP TEMPORARILY DISABLES ELECTRONICS 

i 

s 

HIGH-POWERED, LARGE-BORE ZWERG SLUG GUN 

RAKETENKAN0NE6/1 

ZWERG 380MM LARGE-SIZE MISSILE LAUNCHER 

EMB KARABINER9/8 

ZWERG LINEAR MOTOR IRON PARTICLE LAUNCHER 

SVABWEHR KAN0NE5 

ZWERG HEAVY MG WITH SV ARMOR-PIERCING ROUNDS 

SCHMELZEN FAUST 

ZWERG SHORT-RANGE PLASMA-ACTUATED ACID SPRAY 

M-2019 COMMERCIAL 

HARTMAN SUBMACHINE GUN LOW AMMO BUT POWERFUL 

M-32 ASSAULT RIFLE 

HARTMAN ASSAULT RIFLE LARGE MAGAZINE, STURDY 

SV DRILL SAPPER 

SV ENGINEERING DRILL DESIGNED FOR HARTMAN ARM 

M-7 SRAM LAUNCHER 

HARTMAN MISSILE POD LIGHT BUT HIGH CAPACITY 

M30AB HEDGEHOG 

HARTMAN LAUNCHER FIRES 3 ROCKETS AT ONCE 

M-4 RECOILLESS GUN 

HARTMAN RECOILLESS GUN ANTI-SV 100MM AMMO 

M217 CHAIN GUN 

HARTMAN CHAIN GUN 30MM RAPID-FIRE, ANTI-SV 

M113 ETC CANNON 

HARTMAN SMOOTHBORE CANNON FIRES APFSDS ROUNDS 

T68 GATLING GUN 

ELINT-RE MILITARY GATLING GUN 25MM ROUNDS 

T71 PULSE LASER 

RAPID-FIRE C02 PULSE LASER FOR THE ELINT-RE 

LPT70 TARKOVSKY 

MOLNIYA LASER WEAPON FROM SARYSHAGAN LABS 

SV71-2 LEONOV 

MOLNIYA SNIPER RIFLE UNSURPASSED RANGE 

CG30 VAMPIRO 

ARDITO GATLING GUN HIGHEST FIRING RATE 

FL32 FRAGORE 

SHORT-RANGE ARDITO SHOTGUN DEVASTATING POWER 

































































































The delay between pushing the attack 1 

utton and the weapon actually 

firing 

DETAILED PART TABLES, 

ARM MODULES 

PART 1 

Hi 

Arm Model 

WeaponCat 

Ammo LockOn Weight 

Angle Reload Time 

Start Top Accel Fire 

Speed 9 

Firing Attack ■ 

T48 MACHINE PISTOL 

PROTON 

MACHINEPISTOL 

BULLET 


83 

0 

15 

i 

104 

104 

0 

0 

0 

1 

795 

T53 ASSAULT RIFLE 

PROTON 

MACHINEGUN 

BULLET 

LIMITED 

115 

0 

3 

i 

IIP 

110 

0 

0 

0 

1 

286 

T62 SAMURAI STEEL 

PROTON 

GRAPPLE 

SWING 

LIMITED 

148 

0 

2D 

0 

0 

1 

0 

° 

0 

1 

3650 

T64 SAWED-OFF GUN 

PROTON 

SHOTGUN 

BULLET 

LIMITED 

130 

0 

19 

1 

90 

90 

0 

2° 

0 

7 

550 

T67 GRENADE M.GUN 

PROTON 

GRENADE 

GRENADE 

LIMITED 

ISO 

30 

18 

80 

4 

4 

0 

0 

0 

1 

2220 

— 

T66 C02 LASER GUN 

PROTON 

LASER 

LASER 

LIMITED 

205 

0 

0 

o - 

4 

120 

7 

° 

0 

1 

280 

T57 CHAIN GUN 

PROTON 

MACHINEGUN 

BULLET 

LIMITED 

193 

D 

2 

1 

82 

82 

0 

0 

0 

1 

518 H 

T70 MLRS LAUNCHER 

PROTON 

GRENADE 

GRENADE 

LIMITED 

219 

0 

25 

10 

50 

50 

0 

20 

0 

4 

1980 

PPK51 KIRSANOFF 

KHT 

MACHINEPISTOL 

BULLET 

LIMITED 

93 

D 

16 

1 

101 

101 

0 

0 

0 

1 

749 1 

SU68 NIKOLAYEU 

KHT 

RIFLE 

BULLET 

LIMITED 

143 

0 

45 

1 

390 

390 

0 

0 

0 

1 

2910 1 

CP42 GOBALEUSKY 

KHT 

GRAPPLE 

SWING 

LIMITED 

123 

0 

20 

0 

0 

i 

0 

0 

9 

1 

2274 

APGB5 PERUN 

KHT 

ROCKET 

MISSILE 

LIMITED 

170 

D 

27 

23 

0.15 

2.2 

0.2 

0 

0 

1 

2750 

PRKG9-2 POLEVIK 

KHT 

MISSILE 

MISSILE 

VES 

219 

0 

34 

60 

0.7 

2 

0.04 

12 

2.3 

2 

1635 

PPC71 CHERENKOV 

KHT 

BEAM 

BEAM 

LIMITED 

ISO 

D 

15 

0 

4 

100 

7 

0 

0 

1 

1740 

KPK54 KUZNETSOV 

KHT 

MACHINEGUN 

BULLET 

LIMITED 

157 

0 

7 

i 

96 

96 

0 

0 

0 

1 

720 

KUU66 ROUSALKA 

KHT 

MISSILE 

MISSILE 

YES 

223 

0 

35 


0.1 

1.9 

0.5 

0 

2-9 

1 

2304 

PA20 CAMERATA 


MACHINEPISTOL 

BULLET 

LIMITED 

115 

0 

16 

1 

106 

106 

0 

0 

0 

1 

759 

FA12 FAUILLA 

AMI7 BASTONCINO 

CM,.” 

GRAPPLE 

STRIKE 

LIMITED 


— °— 

~ir\ 

0 

0 

-7- 

0 

—H 

0 

1 

2386 

FL30 CACCIATORE 

CARRO 

SHOTGUN 

BULLET 

LIMITED 

173 

a 

17 

1 

68 

68 

0 

22 

0 

9 

470 

LC15 TIFONE 

CARRO 

ROCKET 

MISSILE 

LIMITED 

184 

0 

26 

23 

0.16 

2.3 

0.21 

0 

0 

1 

2960 

LA52 GIAUELLOTTQ 

CARRO 

LASER 

LASER 

LIMITED 

247 

i 0 

0 

0 

4 

120 

7 1 

0 

0 

1 

250 

CG25 DIAVOLO 

CARRO 

MACHINEGUN 

BULLET 

LIMITED 

213 

0 

2 

1 

100 

100 

0 

5 I 

9 

1 

991 

LMIO SAGITTARIO 

CARRO 

MISSILE 

MISSILE 

YES 

209 

0 

34 

BO 

~ 

0.5 

16 

004 

0 

2.3 

1 

1726 

MASCHINENPIST0LE17 

ZWERG 

MACHINEPISTOL 

BULLET 

LIMITED 

140 

0 

17 


98 

98 

0 

0 1 

0 

1 

801 

MASCHINENGEWEHR13 

ZWERG 

MACHINEGUN 

BULLET 

LIMITED 

105 

0 

3 

1 

96 

96 

0 

0 

0 

1 

265 

EMP LAHMUNG FAUST 

ZWERG 

GRAPPLE 

STUN 

LIMITED 

180 

0 

20 

0 

0 

~I 

0 

0 

0 

1 

1070 

JAGDGEWEHR6 

ZWERG 

RIFLE 

BULLET 

LIMITED 

320 

0 

35 

1 

60 

60 

~ 0 

0 

0 

1 

3850 

RAKETENKANONEG/1 

ZWERG 

CANNON 

GRENADE 

LIMITED 

520 

0 

50 

50 

3.6 

2.9 

0 

0 

0 

1 

2410 

EMB KARABINER9/8 

ZWERG 

LINERGUN 

BULLET 

LIMITED 

494 

u 

55 

1 

510 

510 

0 

0 

9 

1 

2490 

SVABWEHR KAN0NE5 

ZWERG 

MACHINEGUN 

BULLET 

LIMITED 

192 

0 

6 

1 

94 

94 

0 

0 

9 

1 

670 

SCHMELZEN FAUST 

ZWERG 

GRAPPLE 

STRIKE 

LIMITED 

285 

D 

20 

0 

o 

1 

0 

0 

0 

1 

3530 

M-2019 COMMERCIAL 

HARTMAN 

MACHINEPISTOL 

BULLET 

LIMITED 

158 

0 

18 

1 

98 

98 

0 

0 

9 

1 

040 

M-32 ASSAULT RIFLE 

HARTMAN 

MACHINEGUN 

BULLET 

LIMITED 

199 

0 

4 

1 

120 

120 

0 

0 

9 

1 

350 

SV DRILL SAPPER 

HARTMAN 

GRAPPLE 

STRIKE 

LIMITED 

218 

n"" 

20 

0 

0 

1 

0 

0 

9 

1 

245S 

M-7 SRAM LAUNCHER 

HARTMAN 

SHOTGUN 

MISSILE 

YES 

255 

0 

36 

GO 

0.7 

1.8 

0.04 

0 

2.S 

1 

196B 

M30A6 HEDGEHOG 

HARTMAN 

ROCKET 

MISSILE 

LIMITED 

409 

0 

35 

30 

0.7 

2.2 

0.1 

10 

0 

3 

3080 

M-4 RECOILLESS GUN 

HARTMAN 

CANNON 

MISSILE 

LIMITED 

207 

0 

28 

45 

5 

5 

0 

0 

9 

1 

3095 1 

M217 CHAIN GUN 

HARTMAN 

MACHINEGUN 

BULLET 

LIMITED 

302 

u 

6 

1 

95 

95 

0 

0 

0 

1 

602 

M113 ETC CANNON 

HARTMAN 

CANNON 

MISSILE 

LIMITED 

507 

0 

40 

23 

3 

5.2 

0.5 

0 

0 

1 

3865 

T68 GATLING GUN 

ELINT 

MACHINEGUN 

BULLET 

LIMITED 

250 

0 

4 

1 

84 

84 

0 

0 

0 

1 

1078 

T71 PULSE LASER 

ELINT 

BEAM 

BEAM 

LIMITED 

230 

0 

13 

0 

4 

100 

7 

0 

9 

1 

1500 

LPT70 TARKOVSKY 

MOLNIYA 

LASER 

LASER 


246 

0 

0 

0 

4 

120 

7 

0 

9 

1 

270 

SV71-2 LEONOV 

MOLNIYA 

RIFLE 

BULLET 

LIMITED 

186 

0 

22 

1 

500 

500 

0 

0 

9 

1 

2040 

CG30 VAMPIRO 

ARDITO 

MACHINEGUN 

BULLET 

LIMITED 

265 

u 

4 

1 

100 

100 

0 

0 

0 

1 

1904 

FL32 FRAGORE 


SHOTGUN 

BULLET 




15 


75 

75 

0 

30 



r^n 























































































































































Himes. 

/ 

SHOULDER MODULES 

Shoulder Modules are largely identical to Arm Modules in terms of function, only their form differs. Shoulder Modules 
tend to be heavier, more damaging, and slower firing. Most serious Grenade launchers and Missile racks are shoulder 
mounted, and you can even get extra armor plating Modules installed if you need an extra defensive bump. Keep in mind 
that it is not necessary to pack every SV you build to the gills with two Arm and two Shoulder Modules. It is quite possible to 
leave one or more hardpoints bare, and weight considerations for some of the heavier shoulder modules may demand this, 
even after an intensive weight-loss regimen at Edgeworks. 

Protect Arms 

















































































































































DETAILED PART 

TABLES 

, SHOULDER MODULES PART 

s 


Arm 

Blast Min 

Radius Blast 

Blast 

D BlaSt A 

Recharge Stun Impact WDM Armor 

Durability RFI #Shots Irradiation SD Protect APT CGT j| 

T50 GRENADE 

22 

4 

22 

1600 

135 

0 

0 

0.25 

0.33 

950 

14 

0 

1 

0 

0 

0 

2 

DURABILITY 

T57 ASU MISSILE 

6 

0 

6 

800 

100 

0 

0 

0.6 

2.34 

780 

16 

0 

1 

0 

0 

0 

2 

RADAR 

T54 3QMM CHAIN GUN 

0 

0 

0 

0 

500 

0 

0 

0 

0.81 

650 

12 

0 

1 

0 

0 

0 

2 

MOKE 

T7D DL-ASV MISSILE 

5 

0 

5 

750 

144 

0 

0 

0.55 

1.43 

650 

14 

0 

1 

0 

0 

0 

2 

LOCKON 

T66 ANTI-SV ROCKET 

25 

5 

25 

2250 

75 

0 

1 

i.i 

4.55 

1000 

14 

0 

1 

0 

0 

0 

3 

AIMING 

T64 LASER CANNON 

0 

0 

0 

0 

640 

120 

0 

0 

0.04 

550 

10 

0 

1 

135 

0 

0 

3 

REPULSION 

TG8 E.M.P. GRENADE 

IB 

2 

IE 

1200 

20 

0 

0 

0.18 

0.33 

850 

ii 

0 

1 

0 

liT 

BO 

2 

REPULSION 

PT HYBRID ARMOR 

0 

0 

0 

0 

0 

0 

0 

0 

0 

7500 

35 

T" 

0 

0 

0 

~ 

15 

8 

REPULSION 

AGK54 UELES 

24 

s 

24 

1700 

130 

0 

0 

0.25 

0.33 

950 

15 

0 

1 

0 


0 

2 

DURABILITY | :f| 

PRK57-1 OVINNIK 

9 

0 

9 

800 

85 

0 

0 

0.6 

2.41 

850 

16 

0 

1 

0 

0 

0 

2 

AAOAH 

KPB62 BORISOVICH 

0 

0 

D 

0 

430 

0 

0 

0 

0.81 

600 

14 

0 

1 

0 

0 

0 

2 

MOVE 

KUUB4 TUNGUSKA 

17 

5 

17 

1500 

IB 

0 

2 

1.5 

3.63 

700 

13 

0 

1 

0 

0 

0 

6 

LOCKON | 1 

AGK70 DOGODA 

20 

5 

20 

5500 

380 

0 

0 

0.18 

0.33 

800 

14 

7 

5 

0 

0 

0 

2 

AIMING | | 

PRK69-4 LESHY 

5 

0 

5 

950 

128 

0 

1 

0.45 

1.21 

650 

14 

0 

1 

0 

0 

0 

2 

JUMP | 

EB71 SICKSA 

16 

2 

16 

1200 

20 

0 

0 

0.18 

0.33 

850 

11 

0 

1 

0 

200 

55 

2 

REPULSION 

KBG7 KRUKIS 

0 

0 

0 

0 

0 

0 

0 

0 

0 

8500 

40 

0 

0 

0 

0 

22 

0 

REPULSION 

LG28 FIONDA 

22 

4 

22 

1800 

120 

0 

0 

0.25 

0.33 

950 

16 

0 

1 

0 

0 

0 

2 

DURABILITY 

LM15 RONDINE-3 

6 

D 

E 

800 

105 

0 

0 

0.6 

2.91 

800 

16 

0 

1 

0 

0 

0 

2 

AAOAH 

CA22 GRANDINE 

0 

D 

0 

0 

540 

0 

0 

0 

0.81 

780 

12 

0 


0 

0 

0 

2 

MOVE 

MC41 UESUUIQ 

12 

4 

12 

7000 

30 

0 

~ 

0 

0.2 

1.65 

800 

16 

0 

1 

0 

0 

0 

2 

AIMING 

SM26 TEMPORALE 

6 

0 

6 

800 

141 


1 

0.45 

1.45 

650 

13 

0 

1 

o 

0 

0 

2 

JUMP 

LAI6 BRILLAMENTO 

0 

0 

0 

0 

550 

150 

0 

0 

0.04 

500 

10 

0 

1 

m 

0 

0 

5 

REPULSION 

EB32 NAUTILO 

16 

2 

IB 

1200 

20 

0 

”T~ 

0.18 

0.33 

850 

12 

0 

1 

0 

190 

50 

2 

REPULSION 

AC44 DIFESA 

0 

0 

0 

0 

0 

0 

0 

0 

0 

8000 

35 

0 

0 

0 

0 

23 

0 

REPULSION 

GRANATWERFER8/1 

25 

5 

25 

1750 

125 

0 

0 

0.25 

0.33 

950 

16 

0 

1 

o 

0 

0 

2 

DURABILITY 

EINS LFK SYSTEM2 

7 

0 

7 

850 

95 

0 

"T~ 

0.6 

1.97 

800 

17 

~ 

1 

o ! 

0 

0 

2 

RADAR 

MASCHINENGEWEHR9 

0 

0 

0 

0 

480 

0 

0 

a 

0.71 

670 

12 

0 

1 

0 

0 

0 

2 

MOVE 

ZWEI LFK SYSTEMS 

4 

0 

4 

800 

136 

0 

0 

0.45 

1.11 

850 

14 

0 

1 

0 

0 

0 

2 

LOCKON 

RAKETENWERFERIO 

10 

1 . 

10 

2100 

75 

0 

T“ 

0.7 

2.08 

1000 

14 

T| 

2 

0 

0 

0 

2 

ANALYSIS 

SVABWEHR KANQNE7 

0 

D 

0 

0 

60 

0 

1 

0.35 

4.88 

700 

13 

2 

~ 

2 

0 

0 

0 

3 

ANALYSIS 

EMP GRANATWERFER 

15 

1 

15 

1200 

20 

0 

0 

0.18 

0.33 

850 

12 


1 

0 

180 

45 

2 

REPULSION 

ZWERG K-PANZERUNG 

0 

0 

0 

0 

0 

0 

0 

0 

0 

8500 

40 

0 

0 

0 

0 

25 

0 

REPULSION 

M-191 GRENADE 

22 

4 

22 

1950 

105 

0 

0 

0.25 

0.33 

950 

17 

0 

1 

0 

T” 

— o 

2 

DURABILITY 

M-2 SRAM LAUNCHER 

8 

0 

8 

850 

90 

0 

0 

0.6 

2.43 

820 

17 

0 


0 

0 

0 

2 

RADAR 

M-18 HEAVY M.GUN 

0 

0 

0 


520 

0 

0 

0 

0.94 

700 

13 


1 

0 

0 

0 

2 

MOVE 

FAE5 DAISY BELL 

45 

5 

45 

67500 

6 

0 

2 

2.9 

4.25 

1150 

13 

0 

1 

0 

~ 

0 

4 

AIMING 

M-9 ASV TP-MISSILE 

5 

0 

5 

500 

145 

0 

1 

0.45 

1.67 

650 

14 

5 

3 

0 

0 

0 

2 

JUMP 

XPPC THUNDERBIRD 

0 

0 

~ 

0 

25 

900 

2 

1 

2.93 

650 

12 

0 

~ 

1 

6 

0 

~ 

0 

6 

ANALYSIS 

M2A5 CHIP KILLER 

15 

1 

15 

1200 

20 


0 

0.18 

0.33 

850 

12 


1 

0 


40 

2 

REPULSION 

MC COMPOSITE 

0 

0 

o 

0 

o 

0 

0 

o 

o 

9000 

45 

0 

0 

0 

0 

20 


REPULSION 

T64 ANTI-SV CKEM 

11 

0 

11 

675 

108 

0 

0 

0.8 

1.69 

1000 

16 

0 

~ 

1 

0 

0 

0 

2 

LOCKON 

T60 35MM CHAIN GUN 

0 

0 

0 

0 

250 

0 

0 

0 

0.45 

900 

13 


1 

0 

~Q~ 

D 

2 

AIMING 

KPA68 ARTEMYEV 

0 

0 

0 

0 

230 

0 

0 

0 

0.45 

800 

13 

0 

1 

0 

0 

0 

2 

AIMING 

PRK69-B MINSK 

8 

0 

8 

875 

120 

0 

1 

0.8 

1.63 

700 

14 

10 

2 

0 

"T~ 

0 

2 

LOCKON 

SM27 URAGANO 

7 

0 

~T~ 

500 

150 

0 

1 

~ 

0.75 

1.5 

700 

13 

3 

3 

0 

0 

0 

2 

LOCKON 

MC42 STROMBOLI 

10 

3 

10 

6000 

40 

0 


M 

0.65 

900 

14 

0 

1 

0 

0 

0 

2 

AIMING 





















































































DETAILED PART TABLES, OPTION 
MODULE DESCRIPTIONS 
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OPTION MODULES 

Options are, in brief, nifty. They boost various 
capabilities of your SV quietly behind the scenes, 
can be equipped on all SV types (with a few 
exceptions], and take up little weight. Browse over 
these tables and pick out the Options that best fit 
your style of Rumbling. Once you have accumulated a 
large stock of Option Modules, you can switch them in 
and out as your preferences change. 


The five exceptions to the any/all ability of Options are 
The five 1/16th scale models of the Proton, KHT, Carro, 
Zwerg, and Hartman SVs. These Options can ONLY be 
equipped in the same type of SV as the model. 

Armor Points 

While most Modules carry this, it is worth mentioning 
that some Options can increase the Armor of your SV 


Weight 

Options do take up some Weight in your SV, though they are 
usually light, and a bit of weight tweaking in Edgeworks can 
allow you to squeeze in a full complement of Options to fill your 

"sockets 


Sockets 

The number of sockets taken up by this Option 

CHI CCritical Hit Increase! 

This value works in conjunction with your Chip's Accuracy skill, so 
piling these on can result in much more frequent critical hits, to 
the detriment of your foes 

BC (Beam Coating] 

Decreases damage taken from energy weaponry. If you find 
yourself being frustrated by enemy SVs armed with lasers, 
consider equipping some Options that Shield you from the effects 

□CD [Optical Camouflage Duration] 

How long the OC Module can keep your cloak active 

OCR (Optical Camouflage Recovery) 

How fast the OC Module regenerates a full charge. Keep in mind 
that OC Modules tend to be balanced with a high or low weight 
ih conjunction with either a fast recharge and short duration, 
or a long duration and long recharge. 

Lock-On Skill, Lock-On Speed, 
and Other Stuff 

These values all increase the respective Chip Skills directly 

Chip Protect 

Some Options can help in decreasing the amount of 
damage your Chip takes. As Chip repairs start to get 
very expensive at high levels, you may want to consider 
keeping a store of these Options around. Staying in 
the arena for long stretches of time while sweeping 
Drop Zones is one of the best ways to make money 
in the game, and having your Chip soak up less 
punishment while doing so is always handy. 





. * - 


















































































































































































































DETAILED PART TABLES, OPTION MODULES 


Option Armor Weight Sockets CHI Jump BC OCD OCR Price On On Aim Aim TAPS TAPS Protect Scout Chip HLj 

Skill Speed Skill Speed Skill Speed Protect • = 

































































































CHIP BASICS 

Chips are artificial intelligences that accompany you 
in your explorations of HAVEN, and they also travel 
with you on to the battlefield in your SV. As a result, 
they can be damaged (though they are not physical 
beings, they are sentient], so proper care and feeding of 
your Chip is essential. This translates to making regular 
if trips-to Difference EG to keep your Chip repaired, and 
f j, periodically transferring your Chip to a new ‘body’ to restore 
the permanent damage dealt in combat. 

Each different type of Chip has slightly different parameters 
Sj|d parameter growth. All but the E-Chip you begin the game 
with can eventually become very powerful, greatly enhancing 
your SV’s characteristics on the battlefield. 


THe E-Chip does not grow, but it also cannot be destroyed, 
which makes it a nice choice if you’re either trying to save 
money on repairs, or when you must use it to compete in the 
E-Chip only challenge matches. 


She growth of your Chip is determined by two factors: the 
weapons you use in battle [attack experience] and the Chip 
growth itself, earned when you destroy opponents (destruction 
experience). 


If your Chip is damaged below 30% of its maximum health, 
the Chips effective attribute levels drop by 50%. Note this 
is based on current maximum health, so a battle worn Chip 
will more rapidly lose effectiveness in combat. Should your 
Chip be destroyed in Battle, its effective power is decreased 
to 10%, and it must be transferred before it can be used 
again once you leave the arena. Keep in mind that repairing 
and transferring your chip grows ever more expensive as it 
gains more levels. The cost of repairs are as follows 

Chip Level Ratio = CL = (Total Current Levels) / 
Max Skill Level 

Chip Repair Cost = (Amount of chip repair 
needed) * 7 * [0.25 + [sin(90°» CL) * 6 *CL]] 

Once your Chip hits 0 health, it cannot be used in battle, 
and must be transferred. The cost of this transfer is as 
follows 

Chip Level Ratio = CL = (Total Current Levels) / 
Max Skill Level 

Transfer Cost = [3.2 - (1.7 * CL A 2) ] * [Current 
Price of Chip] 

Chips earn experience based on the type of weapon that 
damages an opponent, and an extra bonus for destroying foes. 
For attack experience, the minimum CL is .1 


All Chips have a maximum level of power that can be achieved, so 
any Chip you raise will wind up with slightly different attributes due 
to the combination of weapons that you use along the way. You 
can expect to earn several levels after every combat early on, and 
a few at a time later, and then growth slows down once your Chip 
begins to reach high level. Remember that the experience earned 
in battle is based on a comparison between the relative levels of 
your Chips, so stalking the □ class arenas once your Chip is high 
'level isn’t going to earn you many levels. 

One important point to remember about maintaining your Chip— 
the permanent damage dealt to your chip is dependant on how 
much damage it has suffered before you repair it. Making regular 
trips will keep your Chip in fighting form longer. Also, the damage 
that your Chip suffers in battle cannot be repaired by Armor 
Cubes, so it is important to eventually leave the arena even if 
you aren’t having trouble with the other Rumblers. On the other 
hand, spending long stretches of time in middle class matches is 
a great way to earn experience for your chip (not to mention all 
the yummy Cash Cubes you can soak up while doing so). 


CHIP BITS 

Chips take damage in battle based on the amount of damage 
you receive, but by a greatly reduced amount. Check the 
Option listing for Chip Protection value of a given Option 
module. 

Amount of Damage to the Chip = Damage dealt to 
SV * 0.022 * Option Module Change 

The maximum health lost by a Chip after a battle 
* increases as the Chip suffers more damage during a 
battle. For this reason, it is best to leave the arena 
before your Chip suffers large amounts of damage, 
and to repair the Chip after each battle. 


Level of the Opponent = Le 

Average of your Chip Lv = Lo = 100 * (Total 

Level) / (Max Total Level) 

Chip Level Comparison = CL = 1 + sin(90°* (Le 
- Lo) / 100) 

Attack Exp = (Damage dealt to an enemy) * 
(Weapon Experience Modifier) * (CL) 

The weapon experience modifier varies based on the 
weapon used. 


SHOULDER-MOUNTED 

WEAPONRY 


Weapon Category 

Exp Mod 

Weapon Category 

Ex 


BEAM 

i 

MISSILE 

1.8 

CANNON 

1.2 

ROCKET 

2.5 

GRENADE 

5 

SPECIAL 

4.8 

LASER 

1.4 

LINER60N 

1.6 

MACHINECANNON 

4.2 

GRENADECHIP 

30 


ARM- 

MOUNTED WEAPONRY 

Weapon Category 

Exp Mod Weapon Category 

Exp Mod 

BEAM 

1.7 

MACHINEPISTOL 

1.6 

CANNON 

3 

MISSILE 

2.3 

GRAPPLE (MELEE) 

2.7 

RIFLE 

2.4 

GRENADE 

1.2 

ROCKET 

2.5 

LASER 

3.6 

LINERGON 

1.8 

MACHINEGON 

5.4 



(Decrease in Max Life Points) = (Amount of 
chip repair needed) A 2 / (Current Max Life 
Points) * (1-Degredation Prevention) 

























CHIP STATISTICS 

Two very important statistics that do not have immediately 
apparent effects during battle are Accuracy and Protect. 
Accuracy increases the probability of scoring a critical hit. 
Protect gives your SV a chance to become invulnerable for 




VALUES 

mple, should you pick up a fresh Dog-5 Chip from 
Difference EG, you will see that it has a displayed Auto-Aim Skill of 
25.16. If you check the tables here, you can find the internal value 
of a Level 0 Auto-Aim Skill on a Dog-5 Chip to be 121. Divide this by 
the conversion factor of 4.81, and you end up with 25.1559(more), 
rounded up to display as 25.16. The internal values are tracked 
different, as Chip Skill levels (and for that matter. Module Weights 
and other properties) do not increase in a linear manner. Instead, 
most values increase smoothly to a certain level, where they 
sharply increase (for a value like the price of a Module 
decrease (for example, the amount of We 
pushing a Module towards very heavy or 


Destruction experience is earned by a set base value for any 
destroyed SV (higher class SVs give more] multipled by the 
CL and your current Rapid bonus. 

All experience than you earn is divided into the various attributes 
of your chip, powering it up over time. For attack experience, 
this distribution varies depending on the type of weapon used. 
For destruction experience, the individual Chip determines how 
the experience is spread out. 


When it comes 
to targeting 
capabilities, 
all Chips 
have varying 
characteristics 
in terms of auto 
aim weapons, 
missiles, and 
melee weapons. 
In general, your 
Chip has either a 
j square targeting 
area in which 
enemy SVs can 
| be targeted, or 
an elongated 
rectangle that is either wide or high. The area in 
which you can target foes does increase as your 


a split second. You can spot this effect by the 
brief appearance of the invulnerability bubble 
that you normally receive upon first entering 
an arena. Keep in mind that in addition to your 
Chip, you can increase both of these parameters 
by equipping certain Option modules. Browse the 
Option tables to pick out a set that enhances your 
preferred attributes. 

As a general rule, focusing on a few attributes with Option 
bonuses will result in a more noticeable and powerful 
effect than spreading the benefits around to several 
attributes (and increasing attributes for weapons you do 
not use much is obviously a waste of slots and weight). 

Finally, keep in mind that the target acquisition speed does 
not improve with experience, it is a fixed property of the Chip 
type that you choose to use. 


The values shown for each Chip Skill is the base skill at level 
0, use them for a comparative analysis of the strengths and 
weaknesses of each Chip type. For an idea of how the Chip 
actually grows, check the experience distribution table, it shows 
the division of experience from SV kills. The data for these Skills is 
based off the internal numbers used by the game for calculating 
growth, and the displayed values on the SV statistics screen are 
shown slightly differently. If you're wondering what the conversion 
is, you can use the following factors to determine the displayed 
value. For purposes of figuring out what you actually want to use, 
doing so is unnecessary—all you need to know is which Chips have 
the best strengths for your preferred SV loadout. 






































































































































































































































































































































































































































Once you can clear out the arena of D rank Rumblers easily, 
you should soon hit the point where most Rumblers in each 
D rank city arena have been beaten by you, and only a few 
SV kills result in the 0 class ranker showing up. The Ranker 
is a much tougher cookie than the other Rumblers early in 
the game, so for the first few times, simply retreat from the 
arena when he or she shows up. 

When you feel confident in your abilities, let the ranker come 
in and engage in battle. Be ready to retreat at a moments 
notice though. While some of the class D rankers are very 
easy, several can destroy your early un-modded and low Chip 
level SV in seconds. Once you get a feel for how far wide 
the skill and equipment gap is, you can begin aggressively 
going after the class □ rankers. Earning your first class 
championship award is always a good feeling. Earning 
these ranks is also what moves the story in single player 
along. Periodically, as you acquire new ranks, various 
people in HAVEN will visit to talk, and sometimes it’s 
just an update in the HAVEN news. 

Around the time that you can start triggering class 
D rankers to appear, you should begin to poke your 
head into class C matches. Begin just as you did in 
class D. Run out, shoot at a few Rumblers, and 
then retreat quickly. The experience earned here 


is useful for your Chip's development, 
find that running around in class C matches is comfortable. 
As with class □, when you start triggering the appearance 
of the class C rankers, exercise extreme caution. 

By now, you should have a good stable of SV modules, and 
possibly an extra SV or two. You can continue the pattern, 
slowly moving up in the ranks as your Chip's level increases 
and your SV improves via weight modding at Edgeworks and 
the addition of new weapons. This pattern never relents, 
and you can follow it all the way through the game with your 
starting SV and choice of Chip. 

The Challenge matches tend to be a bit more difficult. While 
challenging the Regional [and eventually World) rankers are 
tough single fights, the Challenges demand that you use only 
a specific type of SV, restrict yourself to a certain type of 
weapon, or even Rumble in a rented SV! Save the Challenge 
matches for later in the game, when you have enough 
credits to build a custom SV for each specific challenge 
type. At the bare minimum, you will need one SV from each 
manufacturer, one of each leg type, and a stock of each 
weapon type. You may wish to have a ready supply of various 
Options to deal with the different conditions as well. 


Once you have a firm grasp on the basics of using HAVEN 
and Rumbling, how do you set about conquering the 
pumbling world? Well, your approach may vary depending 
on your interest. You can spend loads of time in single 
j player, accumulating rank championships, aiming for the 
'world title, and talking to the other inhabitants of HAVEN 
; as your star rises. Or you can play quick and dirty matches 
l in Quick Match, using your own SVs, or pre-created SVs 
just for that purpose. Finally, if you're fortunate enot 
have online access with your PS2, you can hop onlin 
go head to head with other Wire-Heads around the wi 
you have a friend around in the non-digital realm, two 
split screen is always an option. You can even bring yoi 
over on your memory card to battle. 


SINGLE PLAYER 


If you’re tackling single player, all you need to do is watch the 
schedule and Rumble. Start at the very bottom. Aim for □ 
rank matches, and be ready to retreat if you feel threatened 
at all. Simply destroying a few SVs, Drones, and some 
scenery while picking up a few Cash Cubes is usually enough 
to earn a steady stream of credits. As you gain confidence 
and your Chip earns levels, your performance in the arena 
will improve. 


INITIALS : 
BACKUP 

Every wise computer user knows that regular backups are 
the best security against disaster. Apply the same principle 
to your Rumbling career. Do rot venture out onto the 
battlefield without protection! Save your game regularly, 
after beating a ranked match, after earning a lot of credits 
in one match, before spending a lot of money to test out 
new parts, and at any other conceivable juncture where 
you may wish to rewind time. 

If you are truly conservative, you may wish to save your 
game after every Rumble early on, as a single SV Crash can 
destroy your reserve credits. 








/ ■■■■■■- 

MULTIPLAYER 

Multiplayer is a whole different game. Players are smarter, 
faster, and far more vicious than any of the computer 
opponents are, no matter how souped up the cpu SVs may 
be. Expect the unexpected, be prepared to encounter SV 
builds that you never bothered to touch in single player. 

The dynamics of combat change immensely when you are 
dealing with opponents who get angry, run away constantly 
and snipe at you from elevated terrain, ruthlessly pursue 
at close range, or relentlessly patrol the Drop Zones for 
Cubes. You must also deal with the vagaries of internet 
latency, and eventually and inevitably, players bending the 
rules of the game as far as they will stretch and beyond. 


may be surprised at the skill you encounti 
online [and potentially, the foul manners of yc 
opponents]. On the other hand, if you are a die¬ 
hard fan, there is no better arena in which to 
hone your combat skills. 


There is no super strategy for multiplayer combat, no 
secret tip or SV build that always results in victory. Plain 
and simple, the only way to get good at multiplayer combat 
is to play. And play a lot. If your interest is mostly casual, you 


MOT STOCK TIPS 



QUICK MATCH 

Quick Match games are great if you just want to blow 
off some steam. Pick one of your SVs, or choose from a 
ready made SV, and 
get to rumbling. You j 
need to bash down 1 
the other Rumblers I 
in each arena and I 
beat the ranker to ] 
move on to the next j 


Horay for super insider trading. While S.L.A.I. does not have any cheat codes in the conventional sense (that'd sorta 
imbalance online play), you can abuse the virtual stock market. The price of the two types of Stocks are set and tied to the 
schedule. Buy low, sell high! 


1 

STOCK PRICES 


Day 

Ventuno Stock 

Solid State Stock Day Ventuno Stock Solid State Stock 

Day 

Ventuno Stock 

Solid State Stock 


1 

5573 

14023 

35 

6526 

13486 

69 

5773 

13771 


5476 

14293 

36 

6286 

13349 

78 

5378 

14537 


3 

5139 

14310 

37 

6845 

13851 

71 

5888 

15159 


4 

4664 

13588 

38 

6305 

14496 

72 

4753 

16151 


5 

5029 

12558 

39 

6620 

15060 

73 

4719 

16842 


6 

5318 

11791 

40 

6769 

14941 

74 

4590 

17589 


7 

5620 

11603 

41 

6985 

14593 

75 

4370 

17877 


8 

5925 

11542 

42 

6736 

13922 

76 

3875 

18258 


9 

6283 

10721 

43 

6542 

13208 

77 

3540 

17274 


18 

6589 

9775 

44 

6188 

13045 

78 

4011 

16861 


11 

7022 

9658 

45 

5715 

13011 

79 

4210 

16489 


12 

6684 

8805 

46 

5493 

12248 

80 

4600 

16004 


13 

6419 

9671 

47 

5042 

11932 

81 

4702 

15660 


14 

6368 

10451 

48 

5475 

12464 

82 

4400 

15914 


IS 

6261 

9693 

49 

5597 

12534 

83 

4385 

14167 


16 

6668 

10519 

50 

5666 

13248 

84 

4217 

14578 


17 

6977 

11889 

51 

5433 

13622 

85 

4134 

15166 


18 

7093 

11862 

52 

5153 

13918 

86 

3891 

15525 


19 

7216 

12412 

53 

5148 

13603 

87 

4253 



20 

7036 

12260 

54 

4789 

12953 

88 

4727 

14410 


21 

6936 

11820 

55 

4292 

13314 

89 

4770 



22 

6615 

12189 

56 

4060 

13376 

90 

4567 

13854 


23 

6950 

12578 

57 

3995 

13610 

91 

4747 

13565 


24 

7439 

12853 

58 

3527 

14268 

92 

5208 

14314 


25 

7480 

11948 

59 

3864 

14734 

93 

5526 

13678 


26 

7857 

12797 

60 

4277 

15141 

94 

5540 

12805 


27 

7506 

13752 

61 

4451 

16043 

95 

5908 

12784 


28 

7870 

14049 

62 

4713 

15292 

96 

5909 

11802 


29 

7864 

14526 

63 

4905 

14511 

97 

6193 

11641 


30 

7386 

14983 

64 

4951 

13908 

98 

6023 

11963 


31 

7387 

15383 

65 

5437 

13109 

99 

5752 

12896 


32 

6923 

15449 

66 

5811 

12955 

100 

5596 

13050 


33 

6861 

14908 

67 

6199 

12793 




i 

34 

6716 

14147 

68 

5926 

13209 












-- 























































Each arena in SLAI has unique characteristics. Some are tight and cramped, requiring 
careful awareness of nearby foes to avoid taking damage from behind. Other arenas are 
much more open, meaning that superior firepower rules over evasion and maneuverability. 
Most arenas blend aspects of both characteristics, which results in a variety of terrain 
features to exploit to your advantage. This is particularly true when playing against the 
computer Al, which doesn’t make an effort to lure a human player onto unfavorable 
ground. 

The maps presented in this chapter provide a fantastic view of the arenas in which the 
Rumbling takes place. The multiple angles provide breathtaking overviews of each arena, 
displaying the terrain from a birds-eye-view. In addition, the full Rumbling schedule for all 
1 OO days and all classes is listed. This should enable the player to plan his/her Rumbling 
in advance. 
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New York combat takes place next to a dry- 
docked ship. It's important to note that this 
immense cruise liner takes up nearly half of 
the space on the map. 


Gate 1 , which opens near the front of the ship, 
has perhaps the largest available open space 
to start fighting. Gate 2 opens close to the 
second supply cube drop zone and it is in nearly 
the direct line of sight of Gate 3, blocked only by 
the tail of the ship. Lastly, Gate 3 opens behind 
and below the rear of the ship. It provides the 
most constricted path directly ahead, although 
the player can turn north to access more varied 
terrain. 


There are only a few major structures on the 
map. The small billboard structure next to Gate 
1 has a covered top. To reach it, jump from the 
building surrounding Drop Zone 1 . The jump is 
a bit tricky, so be careful. 


The second major structure is a relatively open 
building that surrounds Drop Zone 1 . Although 
it contains an open ceiling, a narrow walkway 
around the edges and a pair of ramps at 
the east and west ends provide a couple of 
different attack plans. Some of the options include bombardment of enemies from below, 
quick access to the top of the billboard to the west, or admittance to the larger complex 
to the east. 


BATTLEFIELD NEW YORK 


mmiiiiiiiimiiiiiiiiiiiiiiiiiiiiiiiiiiiii 






















three Gates, as well as the top of the ship. 


Naturally, the ship itself plays a major role in the geography 
of the map. It is more of an obstruction than a major player, 
however, as it is difficult to use from an offensive standpoint, 
your SV is highly mobile, it's possible to jump up the sides 
ease. If not, hop onto the nearby buildings, or take the 
up from the south side. 

take the fight to the upper levels when playing 

computer, the A.I. will follow suit and proceed to the _ 

The same thing holds true if you choose to fight 
To exploit this, move to higher ground (perhaps while waiting for fresh supply 
and open fire on any SVs foolish enough to attempt an ascent. After doing 
back down to avoid the enemy SVs when they jump up. 



A couple of good places to watch for 
the arrival of new SVs and drones 
entering the battle are the ship top and 
the building tops. This is particularly 
important when the class Ranker 
shows up. Stay away from open areas 
so that your SV doesn't become 
vulnerable to a cloaked Ranker that 
may attack from behind. 


As with most maps, spend the bulk of the time on the ground traveling between the two drop 
zones. Pick up a steady supply of cubes (especially the tasty credit supplying variety), then 
venture out to stalk SV targets. 




WEAPON CONSIDERATIONS 

Direct Fire Weaponry: There are decent lines of sight throughout the northwest of the map and since this is near 
the drop zones, let this comprise the usual hangout for targets when packing a lot of straight firing weapons. The 
corridors to the north and south of the ship, along with the north/south line between Gates 2 and 3, are also decent 
for straight lines of sight. Be careful, though, as two of them restrict movement, thus allowing enemy SVs to easily 
move in from behind. The north side of the ship is probably the safest of the three, followed by the east side, and 
finally the south side of the ship. 

Missiles: Similar in most cases to direct fire weaponry, watch out for the narrow hallways in the northeast since these 
areas make for poor lock-on areas. It is possible to "dumbfire" with some effectiveness, however, you will likely run 
into accidental detonations in the northwest by hitting the stacked crates or 
scattered poles and columns. Don't waste shots by firing at targets on the edges 
of the ship or even targets that are elevated on the stairs to be south. The reason 
for taking this approach is because most shots will typically impact a solid, 
non-SV surface before causing any damage. 

Grenades: The grenade is relatively easy to use in the open spaces in the 
northwest and in the tight hallways inside the buildings. Hop onto the 
rooftops of buildings (or the ship) and lob them down from above. 














NEW YORK MAPS 














NEW YORK, POINT BY POINT 
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These crates provide slight cover from gate 
I 1. If you need to escape from an incoming 
Rumbler without taking damage, use it as 
temporary cover. Also, consider using the 
crates when retreating from the western edge 
of the ship to escape to the drop zone with 
cover. 


■■V This area serves as a prime spot for hunting 
Bfl enemy SVs. Since the area is mostly nice and 
open, let the opposing SVs do all of the work 
and let them come toward you. This area also 
has two easily accessible drop zones, a quick 
gate evacuation (if necessary), and a decent 
amount of cover. 


M The top of the billboard structure provides 
Warn a decent vantage point that overlooks the 
northwestern part of the map, but hitting 
opponents on the ground can be difficult, due 
to the high elevation difference. Using a quick 
SV, hop over to the building to the east, or 
head for the ship deck to the southeast. 


Watch out for the poles while fighting in Area 
3. There is nothing more humiliating than 
backing into one of these poles, then taking 
a massive strike from a bunch of incoming 
missiles. 

The ramps at this position (and at callout 
BSl #6) provide a quick elevation boost that is 
necessary to perform a dash jump. This 
enables the player to reach the billboard top at 
callout #2 with ease. 


This ramp leads over to the building above the 
■■■ second drop spot. 









EV This area is right between the two drop zones 
mM with a covered tunnel leading east to the 

second drop zone. Note that there is an open 
doorway in the building to the southwest at the 
first drop zone. The alleyway between the two 
buildings that leads south is not an ideal spot 
to fight, but it is a good place to wait for the 
drop ship to leave more cubes. If any enemy 
SVs arrive while waiting for the drop, head to 
friendlier terrain to engage. 

■■■ This area marks one of two north/south 
Bifl hallways in the second drop zone structure. Be 
careful while inside these tunnels; if an enemy 
SV, particularly a melee SV, is behind your SV 
when you enter, the results will not be good. 

EW Here is the second north/south hallway. This 
Kh one provides another means of accessing the 
second drop zone, or use it to emerge at the 
eastern edge of the ship. 


This fairly wide alleyway near the second gate 
isn't the best place to fight, as there is plenty 
of opportunity for enemy SVs to pop up from 
behind while fighting. Additionally, the view is 
restricted to the eastern edge of the ship in 
the south. It is possible, however, to quickly 
reach the second drop zone from this location. 


23 


The front of the ship is a good place to peek 




ES 


The northern edge of the ship’s deck is just 
as restricted as the southern part, but it is 
possible to leap over to the two buildings from 
this location. From this vantage point, the 
player will have a wider view of the northern 
two-thirds of the battlefield. Keep in mind that 
the railing is just high enough to affect shots 
against enemies near the ship. Plus, shooting 
over the railing toward enemies on the ground 
is difficult at best. 



JH The upper rear deck provides a 
ftfia decent vantage point to spot enemies 
on the eastern part of the map, but 
shooting them from here is tricky. Come 
to this area for a breather, but note that 
enemies around the southeastern part 
will attempt to attack if you remain for too 
long. 

PJS The top of the ship is too high to effectively 
■■■ fight from, so instead use it a branch of a 
route from one part of the map to another. 

pPJ This building top is a great place to watch for the 
Ufl drop ship to leave cubes. Be aware that as with 
most elevated positions, staying in this spot for 
more than a few seconds will trigger the enemy 
Rumblers to come calling. The building top on the 
southern side isn’t as high, so it’s possible to get 
some free potshots on any SVs located below. 

Use this area to hop over to the ship deck or the 
building top above drop zone 1, if needed. Dropping 
down to the second drop zone is an easy task, as 
well. 




down the corridor created by the southern 
side of the ship and check for enemy SVs. It 
is generally a better idea to simply check and 
proceed back to the north, rather than fighting 
here with the first Gate on your flank. 

This long set of boarding stairs to the ship, 
which is located in the corridor on the southern 
side of the ship, is a poor place to fight. The 
narrow area confines players to a long, tight 
hallway (ideal for enemy fire] and the terrain is 
so confined that evasive maneuvering becomes 
very difficult. Stay away from this area unless 
you're chasing down an SV to destroy, or 
simply passing through to reach the ship. 


PHI The southern edge of the ship’s deck is even 
ftfii more restricted than the corridor below. If 
you get up here, move to the fore or aft deck 
quickly. 


^ This open area between the two drop zones is a 
decent place to fight, but the multiple obstructions 
around the buildings and pathways may signal that 
enemies may appear and disappear rapidly. For this 
reason, this is a good location to play the old "cat and 
mouse" game. Simply use the exits and cover to hit 
and run. 


EE 


22 


This narrow gap on the eastern end of the ship is 
even more dangerous than the front area, as a pair 
of gates pin in the player from the north and south 
with a narrow alleyway behind the ship. As was the 
case with the front, use this area to quickly check 
for enemies emerging from the third gate area, then 
move onward. 

As with callout #19, this area is confined and 
dangerous. Avoid this corridor unless the goal is to 
get on top of the ship itself. Note, however, that 
gaining access to the rooftops is much easier to 
achieve by using nimble SVs that can jump from 
the tops of buildings. 


EW1 Use the front deck of the ship to spot enemies 
mm around gate 1. Keep an eye on the drop ship 
for supplies before leaping off and zipping over 
to scoop them up. 
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WIN FABULOUS PHIZESf^^ ^ ~ > - .V 

Unlike most of the other arenas, the Las Uegas venue lacks the 
debris to shoot to achieve small amounts of money. It does have 
targets, though; destroy the floating targets marked with money 
amounts to achieve a credit bonus. Note, however, that the bonu: 
is not as much as the printed value! 


BATTLEFIELD LAS VEGAS I i 1 1II11II11111111111 11111111111111111 

The Las Vegas Rumbling Arena is located within an enclosed field. A series of twisting ramps 
and pathways that spiral up into the sky dominate the center of the arena, obscuring the 
line of sight but providing an alternate means of travel around the battlefield. Because Las 
Vegas is in a domed structure, there is no real difference between daytime and nighttime 
Rumbling. The neon of the strip is present on the battlefield at all hours of the day, too! 


Vegas' three gates are equally spaced 
one another around the arena. Gate 1 
i the far west side, gate 2 is positioned 
on the far east side, while gate 3 splits the 
distance between the two on the southern 
wall of the arena floor. Each of the three gates 
opens into similar terrain. There a lot of cover 
in Las Vegas, so an observant player is less 
likely to get hit unaware. 


spiraling ramps are the most notable 
feature of the arena, but they are more 
useful for evasion or transit than for combat 
purposes. It’s simple to travel along the ramps, 
but spending too much time on them may result in a direct hit from an enemy SV. Use them to 
move around the arena, but then hop off as soon as possible. Targeting foes below is difficult 
due to the presence of other ground obstacles. It's also not easy to fire over the edge of the 
ramps with most weapons. 










f An enclosed structure surrounds drop zone 2 in the 

northeastern part of the arena. Run a path between 
that area and the other drop zone in the southwest, 3 
but note that the vast majority of the arena is prime : 
for combat, so expect this throughout the battle. 

Locate the tower in the northeast [just to the right of 
Drop Zone 2] with an odd spiraling ramp leading to the top. 

I Climb the tower [or jump back and forth from the ramps 
in the middle of the map] for a higher vantage point, but j 
note that it doesn’t provide a great line of sight for attacking, j 
Instead, use it to spot potential targets. 

A clean circular road runs around the outside edge of the 
arena. Use this area for unloading with full alpha strikes and 
barrages of available weaponry. Fighting underneath the ramps 
and around other obstacles in the center of the map tends to 
result in a lot of misses, particularly with missiles and grenades. 



□n the flip side, the terrain in the middle is ideal for defensive 
play, as it is easy to get behind cover if the need arises. Just 
watch out for cloaked SVs, as they are extremely difficult to locate 
and interpreting the radar data to spot a foe near the ground 
obstacles is unreliable at best. 

Rather than taking the high ground and watching for SVs and 
drones entering the battle, try to keep moving around on the ground 
and use the natural cover for protection from new arrivals. Scoot 
onto the ramps and jump down if a quick escape is necessary. 

The two smaller buildings in the south-center and southeast 
provide nice spots to catch a breather. Computer-controlled SVs 
usually don’t attack immediately if you hop up (or down] from the 
ramps; this should provide enough time to scan for any nearby 
opponents. It’s also possible to hop back up to the ramps if your 
SV has decent jumping ability. 






WEAPON CONSIDERATIONS 


Direct Fire Weaponry: Obscured lines of sight in almost every part of this arena are the norm here, with the notable 
exception of the outer roadway and the ramps. The ramps are somewhat undesirable, however, as getting a clear 
shot means exposing your SV to an enemy. In this scenario, it's best to flit around the outskirts of the arena, patrolling 
the drop Zones and catching enemy SVs as they near the road. If needed, duck into the maze of supports for the 
ramps to evade incoming enemy fire. Be aware of your SV s position, as it is possible to lose track of its location on 
the outer ring, as it looks similar in most places. 

Missiles: Missiles are difficult to use effectively in Las Vegas. Unless a foe is at point-blank range, it is likely that 
your SV s movement, or the enemy SV s evasion, will result in a miss or an impact on something other than a valuable 
target. As with direct fire weapons, use the missiles to unload shots on the outer road of the arena. Also, start a lock 
early on, then move into the center and open fire once with a clear shot. The obstacles obscure lines of sight and 
lines of fire, but they shouldn't disrupt the targeting systems. 

Grenades: If fighting breaks out in the center of the arena, use some grenades to effectively clear out some foes. 

With oroDer timing, these weapons will usually hit a nearby surface and detonate quickly, damaging any enemy 
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These barricades exist at all four corners of 
HI this roughly rectangular-shaped arena. The 
barriers serve as either useful—or annoying— 
barriers, depending on how they are used. 

The western-most access to the lower ramp is 
located here at callout #2. If you’re watching 
the area, back up the ramp a bit and look for 
enemies emerging from gates 1 and 3. 


WM This area near the first drop zone is full of 
■H clutter, including a large tower to the west, a 
short ramp to the southeast, and a building to 
the east—not to mention all of the supports 
from the ramp to the north of it. Cruise 
through here to grab cubes or to reach 
another fighting area. Exploit the small open 
area near the drop zone and unleash a barrage 
of machinegun or missile fire. 


I This is perhaps the best area in the arena to 
I patrol. The terrain is fairly open, as only the 
western edge of the ramp has an obscured 
line of sight. This area of the map is located 
roughly between the two drop zones, thus 
providing easy access to armor and ammo 
restoration. 



I Use this ramp to dash jump to the ramp 
located at callout #20. Since this is a very high 
jump, don’t expect to make it unless your SV is 
tuned toward maneuverability. 


This area marks one of the three useful 
■■I building tops in this area. It takes a short jump 
to reach it and there isn’t a lip on the edge, 
which makes it easy to fire at SVs on the 
ground. 











BSD 


Watch out for the posts here and 
don’t strafe into them. Not only does 
this make your SV a better target, but 
it also wastes ordnance. 


Jfl The exit from gate 2 has several options 
Ih for useful destinations: Simply turn north 
on the road to quickly get to the second 
drop zone; or, head over to the nearby 
access points to either ramp; or, finally, head 
for the building located near callout #12. 


H Adjacent to callout #6, hop between the two 
J building tops. 

It is easy to reach the top of this building; from 
here, jump over to the building at callout #6. 


E The front of gate 1 is a decent place to fight, 
but it is better to head toward callout #3. The 
other location has more potential cover from 
incoming fire, plus both drop zones are closer. 



EV This is the lower of the two main ramps that 
mM twist around in the middle of the arena. Note 
that there are gaps in the railing along the 
edge; use them to drop to ground level or fire 
at targets below. If your SV has decent jumping 
capability, use the ramp to hop up to the upper 
ramp. 

The higher of the two main ramps in the arena 
■■■ is located here. It is difficult to target enemies 
on the ground from this position, although a 
well-timed dash jump will enable a player to 
access most places in the arena. 

Jump across this large gap in the upper ramp 
to cross safely. 

This callout signifies the eastern access to the 
lower ramp. 

Expect some tricky fighting conditions in this 
area. Bound by several structures and the 
lower access points to both ramps on the 
eastern side of the arena, it is easy to bump 
into an obstruction while dodging and equally 
simple to expend a lot of ammo. 

■J This tall building has a spiral ramp leading to 
m the top. Careful maneuver your SV up the ramp 
to access the peak, which provides a good view 
of the arena. Note, however, that even the 
slightest misstep will result in a return trip to 
the ground. 

I This blue bounded room contains the second 
drop zone and three exits. Cruise through this 
area while making circuits of the arena to pick 
up cubes. Avoid fighting in it, though, as the 
multiple entrances make it easy for a sneak 
attack by an opposing SV from the rear. 
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The devastated downtown of the Tokyo battlefield presents the 
prospective Rumblerwith numerous opportunities. The abundance 
of cover makes evasion easy, but there are plenty of open stretches 
to unload with heavy firepower. Additionally, the nearby train tracks 
leading to an overpass on the western edge of the map provide a 
vantage point to overlook the streets that comprise roughly two- 
thirds of the map on the eastern side. 


The trickiest aspect of fighting in this arena is avoiding the potential 
flank and rear attacks by newly arrived foes. The western and 
northern streets are particularly dangerous for this reason, as 
a couple of gates block the area. This enables new arrivals to 
have a clean shot at potential foes if they are in the vicinity. In 
the case of a rank Crasher, this usually results in a quick trip 
to the repair shop with a large bill as the reward. 

Make use of the inner streets in the ruined buildings on 
the eastern portion of the map, but be wary of other SVs 
stalking the area. It is easy to lose track of an opponent who is tucked behind a wall or 
a building, especially if their camo is active. In general, try to sweep through this area 
and destroy a target, then scan the drop zones. If multiple 
up to higher ground or head for the western 



















Each gate opens into a main road that surrounds 
the ruined buildings in the center of the map. Travel 
around the buildings while keeping an eye on both 
drop zones; if danger rears its head (or if you need a 
break), head to drop zone 3 for safety. Lure enemies 
into the train yard, but don’t let the trains block your 
weapon’s shots. 


Several of the damaged buildings have multiple floors, so 
use them to move upward. While these are good spots 
to ambush a target, they aren't the best spots for fighting 
or evading fire due to their small size and confined walls. 
Be especially careful when fighting around these buildings, 
as there are several nooks between piles of debris that can 
conceal a cloaked SV. Keep a close eye on the radar while 
roaming the ruins. 


A player’s primary patrol should take him or her through the city, checking drop zones 1 and 
2, then swinging out to drop zone 3 after defeating a few opponents. This provides some 
time for new SVs and drones to arrive on the battlefield and lose their invulnerability. It also 
creates an opportunity to pick up plenty of extra credit cubes. 


A great spot to watch for arriving SVs is from 
the bridge on the western edge of the map. 
From this location, it’s easy to see incoming 
targets from gates 1 and 3. Also, a quick look 
to the south may reveal enemies emerging from 
gate 2. The bridge is also a good place to shoot 
down on distant enemies with shoulder weapons 
(or grenades), however, arm-mounted weapons 
aren’t nearly as effective. Watch for SVs that 
travel underneath the bridge; this is a tactic 
used to sneak up on an unsuspecting target. 






If your SV has excellent jumping capability, then utilize the building rooftops to quickly escape 
from foes on the ground. Once on the rooftops, acquire a new target and drop down to 
attack—preferably from the rear. There is also plenty of opportunity for a speedy SV to 
shine, as the fairly straight stretches of road allow for rapid movement from one side of 
the map to the other. 



The wall that separates the train yard from the western street is low enough for most SVs 
to jump over. Take advantage of this fact when running from one drop zone to another, 
or if your trying to escape (or pursue) foes. It is always nice to run from a scuffle on the 
streets and land near a freshly dropped armor cube. 
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JSIDERATIONS 

Direct Fire Weaponry: Full of straight, flat, and open terrain Tokyo is a great place to use direct fire weapons. 
However, don't get carried away with this approach. Since most direct fire weaponry demands that you keep 
a bead on your opponent for a decent amount of time, it is easy to miss the arrival of new foes on the battlefield. 
In this case, unless your SV is in the western part of the map, you can expect a constant barrage of bullets from 
behind. 

Missiles: Missiles are tricky to use inside the ruins, as the abundance of 
sharp turns and debris will frequently result in a missed hit. On the other 
hand, missiles are much more effective in open streets. Their use in the 
train yard is also surprisingly unreliable, as the slight elevation differences 
often results in misses. 

Grenades: Grenades perform better inside the ruins than missiles, and 
they're quite effective inside the train yard area too. Sit atop some of the 
buildings or the bridge and lob some explosives at your foes with impunity. 


TOKYO MAPS 
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This east-west road runs between gates 1 and 
M 3. It is a prime location to fight (as are the 
other open roads), perhaps one of the more 
dangerous in Tokyo. When on this road, focus 
on destroying a target rapidly or simply moving 
on to another part of the level. 

The large road to the east is a decent place to 
■■ hunt, but it is almost too far from the relative 
safety of the train yard. Dn the other hand, this 
road provides quick access to two of the drop 
zones and several crumbling buildings nearby 
provide excellent cover inside their wrecked 
interiors. 


■ Perhaps the most dangerous of the three 
I main thoroughfares, this road is a magnet for 
SV conflict. If a fight starts here, it’s almost 
certain that others will soon appear and join 
the party. Be cautious about lengthy battles in 
this area. 

I The center streets are narrow and mainly 
I surrounded by tall buildings, ruins, and debris. 

If you’re using a melee SV, this is a good place 
to fight; otherwise, swing through to check the 
second drop zone and stay out of trouble. It is 
very easy to lose track of a cloaked SV in these 
narrow streets. 


This ruined building has a reasonably large 
Kb second floor that lies exposed to the elements. 
Gain access to the floor while waiting for some 
foolish SV to roam past. 


















0 □ 


■ Use one of the several ledges in this building 
I as a perch for an SV, but note that the lines 


of sight aren't the best. These ledges provide 
a decent spot for hiding, but a not so decent 
spot for scouting. 


I This huge building has several tiers on the 
I northern side; utilize an SV with excellent 
jumping capability to scale its sides. 


SB 


The bridge is a great place to watch 
the battle and it has good defenses 
and lines of sight. Actually attacking 
from the bridge is somewhat difficult, 
but it's possible to hit some SVs battling 
it out on the popular western street. If 
any dangerous foes approach, the near 
proximity of a gate makes total withdrawal a 
possibility. 


P® Reaching this excellent vantage point is the 
■■I reward for scaling the building. From this 
position, you can peer over the entire map. If 
your SV’s weaponry is set for distance combat, 
it is fairly easy to score hits on passing SVs 
below. 


The train yard is a good place to have a one- 
on-one battle with another SV. Be wary of the 
terrain, however, as it's easy to get stuck on 
the trains. Also note that elevation changes 
can result in missed missile shots. 


Use this small building as a stepping stone to 
access the other nearby rooftops. 


m 


This decent sized building is a bit too high for 
most SVs to reach; to reach it, jump to it from 
callout #9. 

PPI To access this building, which is simply a 
UU shell, jump up from callout #10. The building’s 
damaged interior on'thg ground doesn’t provide 
much cover, as it. is surrounded byra wall on 
each side. »/Jr 

The cul-de-sac that houses drop"2i __ 
awesome plabe to perform high-£pe4d"tur? 

Zip in, perforrrt,a quick spinning^turrf on the5? 
cubes, then qulSSp*^ 

The northern street pisses underneath the 
bridge at this point. UsethiS area, particularly 
on the western side, to catch a glimpse W-the 
streets to the east and observe gate 3 from 
relative safety. 


E 


'4 




m 

B 


A simple jump will get any SV over this wall. 

Be wary of jumping from the train yard to the 
street if there are SVs to the north and south. 
If that's the case, expect plenty of enemy 
gunfire even before your SV hits the ground. 

This little gap appears to be a path that runs 
underneath the bridge, but it isn’t. Don't get 
trapped in this narrow space. 

The debris and buildings in this area provide an 
excellent defense to all sorts of weapon fire. 
The frequent presence of enemy SVs makes 
..this a less than ideal combat location. 











































































































































































































































BATTLEFIELD HONG KONG 
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The Hong Kong arena is actually a maze of twisting streets 
passages contained in and below the buildings. Of all the 
Hong Kong’s battlefield is perhaps best suited to melee combat as 
the narrow alleyways make for easy and accurate melee 
Grenades seem to be amplified in terms of overall power, as it 
is rather difficult to dodge the blast radius in most parts of this 
level. 

Each gate opens into a different part of the city, but all three gates have access to nearby 
tunnels in the buildings. If you elect to stay on the streets between the various gates, spend 
a decent amount of time near the single drop zone in the center of the city. 

Although most of the city is full of tight and restricted paths, 
the area around the drop zone is a great place to fight if 
SV isn’t suited for close-range encounters. If a fresh drop 
supplies is needed, simply retreat to the nearby tunnels 
wait for them. 


There is a major underground tunnel section 
open area just below the 
weapons will have plenty of success in this area. For 
out for enemy SVs on the radar and try to 
travels in a fairly straight line. 






siiarai 



Some of the hallways provide a pathway to the upper portion of the city, and they 
either face open air overlooking the streets below or, in a few cases, emerge on 
ledges or rooftops. This is useful to spot a fresh target, or take a few pot shots 
before engaging. 

Be conscious of the number of other Rumblers present on the battlefield, as nothing 
is worse than having an unexpected SV come up from behind while loitering in a 
tunnel or alley. The open areas near the gates, the drop zone, or the rooftop perches 
are the safest places to wait for new targets. 


ERATIONS 

Direct Fire Weaponry: The twists and turns of the tunnels are not conducive to most direct fire weapons. Confine 
your SV's movements to the open areas within the city streets if these weapons are the primary means of causing 
damage. Although you can inflict steady damage on a target in one of the hallways or alleyways if the SV is lined up 
correctly, the opposition can cause just as much damage. 



















HONG KONG, POINT BY POINT 












PV The hole in the street above drops out here, 
just north of a central support column in the 
middle of this fairly large underground room. 
The three exits leading out provide several 
escape options from an attacking foe. 

To access the upper portion of these hallways, 
■h jump up the building to the south of gate 1 and 
entering here. 

■■■ This hole in the floor of the upper hallways 
Kfl allows access to the tunnel leading to the drop 
zone area. It also provides access underground 
to the central tunnel at callout #1. 

WM Travel down the middle of this hallway to go 
■>■ south, or use it to emerge on the overlook of 
the central plaza of the city. 

K9 The heart of the underground, this room is 
decent for midrange weapons, unlike the rest 
of the tunnel and hall network on the map. 

This egress from the underground deposits 
■h players in an alleyway north of the drop zone, 
just west of another hallway leading up into the 
eastern buildings. 

S This entrance to the underground, which is 
located near gate 3, provides the player with 
either a quick entrance or exit. 


I The open area in front of Gate 1 
I is one of the few clear areas in the 
arena. However, it is not a great place 
to battle. If you want to make a quick 
exit, enter the alleyway to the east at 
callout #19, followed by the building at 
callout #26, or the centrally located drop 
zone. 

The largest open area in the city, this area 
serves as the primary hunting ground when 
using a mid- or long-range equipped SV. Don’t 
sit out in the open, however; instead, lurk 
around in the nearby alleys or buildings. Taking 
this approach leaves your SV less susceptible 
to attack from the multiple exit points on the 
level. 

PPl This alleyway has a hole that leads down to the 
Ujti - 


I tunnels below the city streets. 

This alleyway has two passages leading from 
it: the lower tunnel at callout #6, and the 
entrance to the building hallways at callout 
# 11 . 


The open area in front of Gate 3 is a decent 
■Ba place to fight, as there are several easily 

accessible exits that lead into nearby tunnels or 
alleyways. 


■■■ The lower path in this building, this area 
■■I descends into an inverted L-shaped hallway, 
depositing players near callout #10. 


The upper route, this path leads to a set of 
■iJI hallways leading north to callout #11, or south 
to callout 12. 


The southern exit from this hall is due north of 
gate 3. 


PP1 This exit drops players into the alleyway near 
UU callout #6. 


E This hallway leads to an overlook of the blasted 
building top directly to the west. A well-timed 
jump can safely deposit the player there. 


Just north of gate 2, this entrance to the 
hallways allows for several exit options once 
inside. 


W Watch out for this gap when coming from 
the west. Jump over it to reach the exits at 
callouts #15 and #16. 


PM This exit overlooks the same blasted building 
■■■■ top as the exit from callout #12. In fact, it’s 
possible to jump from one building to the next, 
if the need arises. 


This alleyway splits into three directions: nor 
east, and west. Be careful when fighting in 
it, as enemy forces can attack from multiple 
directions. 


The last open area in the southwest corner of 
the city located near gate 2, this area provides 
a decent place to fight but the terrain is fairly 
constricted. Take note of the tunnel leading into 
the building on the west side. 


This rooftop has two hallway exits from the 
west and east. It’s not a bad place to hang out 
while waiting for fresh supplies to drop, since 
escape routes are nearby. Also, this is a prime 
spot to notice new enemy forces arriving on 
the scene. 


The upper ledge of this building is narrow and 
tricky to navigate while targeting and moving. 
If incoming fire makes this task more difficult, 
simply duck back into the hallway to avoid it. 


3 A few short jumps up the side of this building 
provides access to the hallways 
western building. 






































































































































































































































































































































































































































Gate 1 opens up underground, providing quick 
egress through three tunnels to the sands 
above—although it is possible to remain 
underground and score knockouts. Gate 2 
opens up into the large eastern half of the arena, allowing for quick access to both drop 
zones. The western half of the arena is one long stretch of sand, sloping down steeply 
from gate 3 to the second drop zone, then to the ruined pit to the east. 


BATTLEFIELD CAIRO 
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Set in the sandblasted ruins of a coliseum, a 
central pyramid-like structure dominates the 
arena. With open stretches of terrain and 
steep but smooth elevation changes, Cairo is 
ideal for long-range Rumblers. For combatants 
who prefer a more up close and personal 
approach to conflict, the lower tunnel sections 
don't provide much room to maneuver—or 
escape. 



For medium and long-range combatants, patrolling between the two drop zones is 
likely the best course of action, as there is little reason to go elsewhere. Keep an eye 
on the two upper gates, and watch for enemies to emerge from the tunnels to the 
south and east. If you want to engage in some figurative bottom-of-the-barrel hunting, 
head to the pit in the north of the level. This 
frequently has a few Rumblers below, and it 
without receiving much in return. 





















The northwestern slope is largely open terrain like the eastern 
side, but it normally doesn't have quite the target abundance as 
the eastern and lower parts of the map. 


Although the central pyramid-like 
structure is imposing, it doesn’t 
allowfor critical tactical importance. 
Going up the slopes makes your SV 
clearly visible from most spots in the 
upper arena. Although it does create 
a nice view of the arena, capitalizing 
on the line of sight advantage is difficult 
unless your SV is almost purely long 
range. Use the steps to zip to and from 
opposing sides of the arena with ease. 


The area around drop zone 2 has slightly 
trickier terrain than it appears from the 
map. The stone slab above the south tunnel 
is raised from the sand, requiring a short 
jump to get atop it. To avoid this problem, go 
around the block of stone to the south before 
proceeding further to the north or east. 

Battling it out in the open sands of the 
eastern arena is appealing, but there is very 
little cover and heavily armed enemy SVs can 
cause tremendous damage in such situations. 
Engaging Optical Camo in this area is advised. 


Direct Fire Weaponry: Flat open terrain and no cover? Yes, indeed, you can rip opponents apart with chainguns, 
machineguns, and the like. But be wary, as your opponents have the same advantage. Make extensive use of O.C. to 
shield your SV s presence from prying eyes and strike hard and fast against single opponents. If there is more than 
one SV in an open area, travel elsewhere before engaging them. 



Missiles: Cairo is a near perfect missile arena with the exception of the underground area. It's possible to get clean 
locks with multi-fire missile pods, and the missiles have plenty of time for their guidance systems to adjust to enemy 
SV movement. Keep an eye out for incoming enemy missiles and be prepared to dodge accordingly. 


Grenades: Probably the least useful of the weapons in this arena, the 
grenades are fun to toss down into the pit on the northern part of the level. 
These weapons fare much better in underground fighting situations. Take up 
a perch on the pyramid and lob them at foes on the ground below. 






























CAIRO CITY MAPS 











































































WU Go to the 

U hunting underground. Search the are 
enemies down the 
out for fresh arrivals. 

The northern tunnel terminates in an open 
mm sand pit, rather than a clean set of steps. You 
must jump to get out of the pit, which leaves 
your SV momentarily vulnerable to any foes 
that happen to be stalking the area above. 


bleachers have enough 
of an overhang that an SV can 
venture beneath them. The support 
pillars provide just enough cover to 
deflect some incoming fire. 

Perform a small jump to get on top of 
the stone slab covering the south tunnel. 
Proceed to the south to avoid any slowdown 
in your SV's movement. 


■■■ The eastern tunnel leads to the largest open 
Kfl part of the arena. Activating your SV's cloak 
before emerging is the safest way to emerge 
into the openness. 

W% This tunnel obligingly deposits SVs near both 
■kfl drop zones. 


The exit point from the southern tunnel, this is 
Kh the primary source of opponents arriving while 
you patrol the drop zones. 


The eastern tunnel exit pops out in front of the 
ftal sphinx, right in the middle of the eastern half of 
the map. Look for fresh targets while roaming 
around the southern part of the map between 
the drop zones. 


I Move behind the sphinx here to receive 
I some decent cover, which is a godsend in an 
otherwise featureless area. 


The eastern half of the arena is large, flat, and 
U completely open. This makeEy^Kcellent for 
unloading with direct firqjjnd missie weapons. 
Note, however, that this approach 
your opponents, so be.extrejpeiy 


PPI The central pyramid allows for quick movement 
1JU between the various sides of the arena. Don’t 
spend an overabundance of time on top of the 
pyramid while enemy SVs roam the ground 
below. 


This area around the pit to the north and east 
■■■ is excellent for bombarding hapless SVs stuck 
in the hole beneath this position. 


The highest part of the sloped ground looks 
down upon the drop zone to the south and 
the pit to the east. Engage targets to the 
south without much fear of return fire, as it's 
relatively easy to dash away to the east. 


























































































































































































































































































































































































































































































































BATTLEFIELD STUTTGART 1111111111111111111111111111111111 

The Stuttgart arena resembles a blasted European village 
varied terrain, the crumbling remains of a few houses, an old 
[ church, and a riverbed that functions as a long trench through 
the center of the map. The church is located on a hill in the 
southwest, and a lightly wooded field dominates the northeastern 
; terrain. 

Each gate drops the player in a corner, with all but the southeast 
area accounted for. Gate 1 deposits the player at the bottom 
of the slope that leads south up to the church [just west of the trench). Gate 2 drops the 
player at the west end of the blasted village, a little south of the church. Lastly, the gate in 
the northeast leads to the forested field. 


There are quite a few unique terrain features on this battlefield, making for a varied combat 
experience depending on where you choose to fight and the type of weaponry available. 









targets below with long- 

Additionally, it's also a nice vantage point from which to unload a bunch 
against the trench runners below. The exits from the church’s environs are 
the north, south, or east; simply jump across the river. 


The forested hillock to the northeast provides excellent cover from 
enemy fire but, unfortunately, it works both ways. The ground 
is fairly treacherous, with a number of hidden snags that can 
interrupt your SV's movement. Additionally, spotting a cloaked 
SV amongst the trees and the dull colored terrain is tricky. 


M When patrolling this map, many enemies will use the trench as 
their playground. If your SV is in a position to capitalize on this 
scenario, then use the opportunity to rack up a lot of quick kills. 
Another good spot is down by drop zone 1 , where a lot of SVs 
venture in search of cubes and prey. 


cleanly, although it's possible to coast 
up the sloped banks to higher ground 
in a few places. If you want to hoard the 
dropped cubes, look for the supply craft 
from a distance and swoop down from 
above to grab the cubes in the riverbed. 




If a quick getaway is needed, head for gate 2 
or 3. The trees around gate 3 provide decent 
protection for a limping SV, and the buildings 
in the southwest serve a similar purpose. If 
your SV gets stuck near gate 1 , perform a 
successful dash jump from higher on the 
to the gate. 










' : 





Direct Fire Weaponry: With such varied terrain, direct fire weaponry tends 
to differ in effectiveness as well. In the southern part of the map (and in 
the trench), it's possible to hold the line of sight long enough to inflict good 
damage. Dealing with foes on the northern slopes of the church hill, or in 
the forest to the northeast, is a bit more problematic. 

Missiles: Missiles fare reasonably well in most places on this map. With 
the increase in elevation, it's feasible to launch explosive ordnance at your 
foes from quite a distance away. In other areas, try to maintain a steady 
lock even if there isn't a clear shot. While maintaining the lock, 
your target should eventually expose itself to danger. 

Grenades: Despite the open nature of the map, grenades aren't completely out of the picture due to the presence of 
the trench. Also, the severe elevation changes tend to favor attacks from above. Don't expect crippling damage from 
the grenades; use them to soften up enemy SVs with a steady supply of explosions. 


STUTTGART MAPS 
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STUTTGART, POINT BY POINT 


I Gate 1 deposits the player on this dusty trail 
I that leads east to the broken bridge. Turn 
south and proceed up the hill to reach the 
church. 

I Use the northern slopes of this hill to fire upon 
targets in the northern part of the map. Note 
that the presence of the stairs and wall on 
the eastern edge of the hill makes it difficult to 
directly target opponents that appear below. 



■■■ This gap on the western edge of the church 
Eal hill is quite narrow. As a result, it makes it an 
excellent area to score a lethal melee hit. For 
this reason, be careful when passing through 
here uncloaked when there are enemies in the 
vicinity. 


The southern slope leading to the church has 
a switchback sloped ramp that travels up to 
the church. An old wall works well for blocking 
purposes, plus the elevation changes makes 
for some decent evasive terrain. 


I Up by the church, there is a great view of the 
level. Come here on occasion to look for fresh 
targets, or when there aren’t any cubes to 
scoop up. If you’re feeling a bit vindictive, this is 
a great place to find a clear shot at the supply 
craft. 
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the river is br Q k ( 
; jump over the 


bridge. 


The blasted village has lots of cover, which 
makes it a great place to hide out in, or stalk 
targets with melee weapons. 

The open area around the first drop zone is a 
prime area for mid-range weaponry, as there 
are clear lines of sight into the village, down 
the trench, and across the river to the north. 

This is the location of one of two bridges that 
cross the river, but note that this one is intact. 
Be careful when fighting beneath the bridge, as 
the confined space can block visibility outside 
the riverbed. 

This area is very much a no-mans land. It’s 
easy to take potshots from above, and the 
bridge to the west blocks your SV’s line of fire 
up the trencht Proceed through this area when 
traversing frofti 


The trench proper, this riverbed is a great spot 
to pulverize targets with full weapons fire. On 
the other hand, enemy opponents will look to 
annihilate their prey from higher—§p<|Jpgfe— 
ground in this same location. 


The northern bridge Sc 
To cross it, execute S i 




The area directly in front of the third gate is 
not a great spot to hunt, as most opponents 
will appear closer to the middle of the map. 

This forested hillock provides spme a better 
vantage point over the surrounding, low lying 
areas. 

Roaming this side of the river provioSBa 
decent shot at foes below. The downsn m 
your SV will be exposed to enemies on 
the church hill and any foes who emerge fro! 
gate 3. 

The stone wall holding back the earth on the 
western edge of the river tends to block easy 
shots at foes below. Just jump over the wall 
to get down, but note that it isn’t easy to get 
back up. 

Most of the riverbed’s banks are steep enough; 
to prevent simple escape, but the trench does 
have a few spots that can be used to climb out. 




























































































































































































































































































































































































































































































BATTLEFIELD LONDON 
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The London map is a curious arena, as it is roughly 
into three distinct sections. To the south around gate 1 , a 
open field provides plenty of opportunity for long-range weaponry 
and excellent targeting systems to shine. In the northeast, east 
of gate 2, another open yard bounded by buildings to the west 
and south contains one of the three drop zones. A sufficiently 
maneuverable SV can jump onto the buildings for a commanding 
view of the battlefield. 


In the northwest around gate 3, a series of battle-scarred buildings provide lots of cover and 
narrow alleyways for dueling purposes for melee-oriented SVs, or close-range sluggers. 










msm 




trapping another opponent here, it’s easier to take part in 
in uninterrupted fight. 

of the map is great for close-range 
effective for distance-oriented Rumblers. If 
of terrain, swing through periodically to 
zone, but otherwise steer clear. 


Liberal use of jumping can get any SV around 
the map with ease. Simply jump to get over 
the low buildings in the northwest, or over the 
street in the center of the map. 


Be extremely careful when fighting in and around 
the narrow lanes next to the center road, as 
it is easy to take damage from behind. Also, 
the narrow gaps make defensive maneuvers 
nearly impossible. 

Because London contains several distinct 
types of terrain, it suits several styles of SV. 
The catch is, however, that you must dictate 
the terms of any engagement. If your SV is 
running around on the southern field with 
a melee SV, your SV will likely get torn 
apart by a ranged opponent. 











RATIONS 

Direct Fire Weaponry: Due to the terrain on this map, the effectiveness 
of direct fire weaponry depends upon your SV's location. In most places, 
though, it's possible to acquire a clean line of sight to inflict at least minor 
damage. In the south and northeast, direct fire weaponry shines, but the 
northwest portion of the map is more restrictive. 

Missiles: Missiles perform well on this map for the most part, although the 
arena's segmentation can make targeting across the boundaries somewhat 
difficult. Additionally, there are plenty of obstacles for missiles to hit in the 
center of the map. The south and northeast are naturally ideal places to utilize missiles. 

Grenades: Grenades have plenty of cozy targets in the northwest. Due to the height difference from the top of the 
map to the bottom, try to lob some grenades down on your foes without fear of retaliation. 


LONDON MAPS 
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POINT BY POINT 


LONDON 


I The eastern part of the southern field is wide 
I open and dangerous. Try scooting up the 
slopes to the north toward callout #5 without 
jumping. 


The southern part of the bridge is nicely 
removed from the gates, meaning that there 
is plenty of time to spot enemy SVs before 
deciding on how to engage them. Keep in mind 
that exodus from this location tends to be a 
quick plunge to the field below. Another means 
of escape revolves around traveling back north 
for a good distance, which can be unpleasant if 
another SV appears on the narrow bridge. 


■■V The center of the bridge offers good flexibility, 
El as you can jump down below, or quickly to the 
northeast or northwest as necessary. 


I The western portion of the arena is close to 
I drop zone 1. If you don’t have a ranged SV, it is 
advised that this is the extent of the field that 
you should be visiting. 


B 


This hallway connects the field to the south 
with the courtyard in the northeast. 


I Try moving up the slopes here and in a few 
I other locations without jumping. 


If your goal is to patrol the two drop zones to 
the west, then this path is the easiest way up 
and down between the two areas. 





■¥■ The spot immediately in front of Gate 3 is a 
Bifl decent place to locate enemy SVs. Be wary of 
the sharp dip in the terrain just before drop 
zone 3; when retrieving cubes, try jumping 
over it. 

S Watch out for this dead end when roaming 
around in the northern part of these alleyways. 
If an angry SV is pursuing your machine, just 
jump over the wall for safety. 

This southern alleyway provides a quick conduit 
J between the slope down at callout #7 and the 
bridge in the center of the map. 

The western corridor of terrain between the 
UU wall on the west and the raised street in the 
center is dangerous. Be wary of fighting foes 
here, as new opponents can appear without 
warning. 


JW The main street that stretches 
mm south of gate 2 is a decent place to 
find enemies, just keep an eye peeled 
for foes just below the street. 

CTH The eastern twin to the corridor located 
Ifii at callout #11, be cautious when roaming 
around this area. 


The open area around drop zone 2 is a 
decent place to fight a single opponent, but it 
is not conveniently located if the overall goal is 
to patrol all three drop zones. If the goal is to 
patrol all three, then consider leaping across 
the street toward callout #10 to reach drop 
zone 3 quickly, and either leaping directly for 
drop zone 1 from the bridge, or going south 
through callout #5 to reach the field. 





SV AND HAVEN 
REFERENCE MATERIALS 
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LEG MODULES 11111111 tl 11 IIIII 11111111 II 111111 III 1111111 IN M1 i! I !i! 11 i i! fit i H M! T 


PART NAME/PART LEVEL 
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SHOULDER MODULES 11111111 II 1111 II 11111111111 II 1111111111111111 11 1 1111111 1 i ! I! 11 11 IIII! ! i 1! S !i! ! 
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The creators of S.L.A.I. were kind enough to share their thoughts on various aspects of the 
game, ranging from the design and creation to Rumbling tactics and SV preferences. 


VSBHINOHI "IVIOAI- SABAIQ 



PRODUCER 





Hello everyone. I am the Producer, Mr. Sasaki. The members of the development team will introduce 
their favorite SVs and combat styles. So team, get hyped and begin! 


HfSHinO KOJIMA 

AM! DIRECTOR 

f have been involved in the development of S.L.A.I. 
fjbrtwo years. [It will be about four years if you include 
rS involvement on the prequel. Phantom Crash.] I 
am Kojima, the director of SV draft S. general design. 
Even though this project has experienced plenty 
of difficulties, it has somehow made it to release. 
Personally, I had various challenges regarding design 
&. setting, but I feel good to be able to 
make it to this point. Now. I would like to 
quietly watch how the game does. 

The SV I use most frequently is 
the "KHT.” [It is pronounced "kit".] 
[I sometimes use the Proton, 
though.] This lightweight model is 
equipped with missiles. It is a good 
fit for me, because I can attack from mid 
distance and avoid close combat, which is 
not my forte. By taking advantage of its great 
speed, I hit and run, defeating my opponents 
one after another. Things get rough if they get too 
closef though. 

As for the chip, I equip it with the bird style which 
has keen lock-on skills. Personally, it is very important 
that the chip also has a mean personality. In addition, 

[ equip the Coprocessor and 1C options for improved 
aiming and lock-on capabilities. For decoration, I put 
on a KHT plastic model. And that thing improves my 
SV!? When online is available, I am looking forward 
to logging in from my house and seeing what types 
of SV other players bring to the fight. 

NORIHIRO ©AWAaa 

mil: MAH SHIffi IIH CMlil 01 MUNI THIHtSl 

My favorite vehicle is the 
Hartman. Its fire power 
and ability to hit-f or-the-kill 
in a single shot is very 
fascinating. As for 
a chip, I usually 
pick a wolf to 
make full use 


firepower and endurance. Since the firepower 
oriented Hartman has less mobility, keeping an 
object behind the SV [to avoid deadly back shots] 
is an important strategy. It is invincible when it 
comes to the Head-to-Head confrontation! 

MIYUKS HiSkSIM® 

PAINT PATTERNS AND DIHEB MISCELLANEOUS WOHK 

My name is Hagino, and I am in charge of paint 
pattern creation. When I joined this company, 
development of the prequel was almost over. 
So, all I did was watch, without doing much of 
anything. But this time, I was part of development, 
handling SV paint pattern creation (and other 
miscellaneous work.) The giraffe design is a 
product of my work, so please purchase and enjoy 
applying it. (It is a little bit expensive, however.] 

I was also responsible fortesting the game, which 
I did about lO times, I usually used a Proton. 
Since it is descendant of Photon, which was 
my favorite in the previous title, I am attached 
to it. Its rollerblade like 4-wheel is cool, but for 
balance, I ended up with the not as cool-looking 
2-legged style. 

During testing, the most useful 
module was the increased armor 
shield module. The Proton 
created specialized in 
close combat However, 
it tends to dive into 
the opponent's feet and 
get destroyed. So, the 
shield is indispensable for this 
SV. Also, this prevents the money 
hemorrhaging that occurs from going 
down in battle. I prefer to have a nice 
silhouette by mounting the same module on 
both my shoulders. But, in the test play, I have 
to focus on functionality since my mission was 
alwavs, "beat the game before the next version 
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After S.L.A.I. hits the market, I would like to try a "IFJSk HWI H BS 

greater variety of customizations as a gamer and * ^ 

not as a developer. Then, I’ll enjoy taking a walk U01^41^3 E 
through Shinjuku with my polar bear partner and 

have a relaxing time. DIRECTOR fl PLANNER 

HIHSSHI BAITO Hi, I am the director and ^ 

BE8IGHEB - MOVIE CRIA1I0N _. plann,r Tskahir ° u ‘ hircda ' §1 

% | \ ft F° r the Story Mode, my favorite vehicle in V 

I am Saito, and I am handling S.L.A.I. is the American Stars, HARTMAN. It 

movie creation. has crawler legs- It is armed with M217 Chain 

Gun and M-4 Recoilless Gun arm modules and 
To tell the truth, this is FAE “Daisy Bell” and M-1 8 Heavy M. Gun shoulder 

my debut title, the first ■Iflt modules. My chip is the pig. Why? That’s because 

project for me to join. I tK W I took the picture of the pig! The concept for this 

believe that the game is Vy 7? sv is “Strong and Sturdy". It may seem sluggish, 

fun for everybody, since " WW but this SV can power through enemy fire and deal 

the gaming content is easy ^ a death blow to your enemy, 

to understand and get used to. However, 

the controls can be difficult, requiring lots of ln S L A I - especially online, SVs are destroyed 

practice. hehehe. quite often. So, it is important to destroy as many 

opponents as possible while remaining intact.; Hit 
During test play, I used the 4-legged Zwerg SV end Away tactics are fine, but for a guy who's all 

frequently. I think one of the most satisfying thumbs like me, this is the best method. However, I 

methods of play is punching each other with believe S.L.A.I. is well balanced to allow many types 

maxed out close combat weapons. The Zwerg of play styles, 

have the most sophisticated close combat 

weapons. It also combines nicely with close range Por ^ tor y Mode as well as online, please Greate an SV 

chips such as a bear. It’s more exhilarating than that suits y° ur st y |e! 

missiles alone. 

ICOUPiiO 

This SV is perfect for Hong Kong since it has so 

many corners, and the roads are very narrow. PLANNER [SV AND MODULE PARAMETER / ENEMY Al] 

I can drive the opponent into a corner, which -- * - iMH 

creates an easy targeting opportunity. Then, 

a fist to the head! Of course, not only are the T he SV ' en « 0 V asln 9 most ,s Kojima’s Proton. 

Zwerg’s close range weapons special, but its „ S s P ee ^ an y° u can ec l u 'P two deadly 

missiles are equally as sophisticated as the other . amurai tea arm modules. Then, 

companies’. So, please try it out. ' eqU ' P the B ° nSa ' ° ptl ° n module to 

complete the Samurai” style of play. It 
Anyway, don’t think too much and just go out may have thin armor, but my Wolf chip 
there and beat everybody up!!! protects me. Of course all you have t 

do cut down your enemy before they 
Q T/gy hurt you for the win. For online, this 

style is great in Tokyo where there 

MANAGER OF GENKI CORPORATION l re ple « nty of . hid ^ g , sp ° ts - catch 

■--- them off guard and take them down! 

I am Ota of Genki Corporation. Everyone, express your own play style as 
well! 

My favorite SV is the Zwerg. I 

tweaked it to be more durable FM] I A ® MA 

and equipped it with close 

range weapons. My buddy, DEDUGGING 

a Polar Bear chip, and I --- 

enjoy smacking other SVs ;f ... lm l . rr . 

around. To avoid making Hartman’s are the best. This roller leg SV is 
my SV overweight, I use armed with only the '‘Commercial” and Heavy 
only one shoulder weapon. Machine Gun (both tuned to max 

weight]. It can take down enemies ‘ 1 “ ' " s-,l— '’ 

Anyway, I just want to keep hitting! Stay cloaked before they can retaliate, and it has 
behind an object, and get behind an opponent the armor to take punishment, 

for a one shot kill! It definitely provides an My favorite chip and stage is 

unbelievable degree of satisfaction. Exchanging the Tiger and Hong Kong, 

fire from far away is just not good enough for When fighting online, 

me. Although it is risky, close range combat is seek out your enemy with this 

extremely exciting. SV and just unload to victory! 
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Since most players instinctually dash to the side 
instead of jumping, I chose the Horse-2 chip. I also 
recommend equipping a Coprocessor option to help 
you track your opponents. 

miCUMI BOU^OPtlO 

PHHHIHGICHIP PAIAMHIM 


I prefer the Carro for its high versatility. The best items 
for me are the ones with huge explosive blast radius. 
I also love the elegance of close range weapons, so 
try that attack method as well! I like it so much that I 
cannot give up my pile hammer, AMI 7 "Bastoncino.” 


As for chip, I care about close range attack 
that I ended up picking the Panda. 

There are many chip conversation 
styles available, but I like grandpa 
style as it keeps me relaxed during 
play. Complicated strategy 
my forte. So, I cause havoc with 
my explosive blasts and then pilt 
hammer them in the back for 
the win. Such rough strategy 
is possible, butthatis also the 
attractiveness of this game. 


ation 
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M'voT/a.BO umci 

PIMPING [EVENT MANACBMTI 


I use a KHT. I am attracted by 
sign and speed. It's equipped 
with legs for speed and lightly 
remodeled blast weapons on the 
shoulders and arms. Firing from 
the ship in the New York stage 
is extremely fun. Even though it 
does not deal a huge amount of 
damage to the enemy, the damage 
will gradually pile up and lead you to 
victory. I recommend it. Also, another 
recommended approach is to install a 
chip that has frequent repulsion shield 

with the bonsai option. The effect you 
get from this is probably greater than 


the best part of this game is firing 
all your weapons at once. So, my 
weapons of choice are the Carro 
CG 25 / Diavolo on both arms and 
/ Grandine on the shoulders, 
seek out your opponent and 
let the bullets fly. Sometimes 
I want insurance against 
range attacks or when I 
I can trap my opponent, I 
;e one of the shoulder mods 
MC 41 / Vesuvio. 


you expect. 



Shooting from a high place with blast weapons 
toward enemies below is a great strategy. It’s 
hard to do a lot of damage from above, but it 
can vex your opponent, and you can support your 
partners by disabling enemies' optical camouflage 
during team play. Blast weapons are fun, but 
I guess it won't win you many friends. Online 
matches are exciting, and I'll see you there. 


KUM1KO NiBHIMUBA 

ZD GRAPHIC DESIGN 


I usually use a close range Proton type, and 
pick equipment based on its striking power 
and endurance without compromising the leg's 
strength. As for a chip, I like the bear, tiger, 
and wolf, which are focused on 
offensive power and range, 
wide open stages, such a setup 
allows me to dash and give the 
enemy surprise close range 
attack for a one shot kill, 
firearms mainly for disabling 
optical camouflage and 
chasing. Of course, intense 
fighting is the theme of the 
game, but I would love to 
see other play styles as well. 


-npromising the leg's 
like the bear, tiger, 

the 

ange 

is 


YOaHITARO 

HOWJO 

ONLINE BATTLE PROGRAM DIB 


I use a lightened KHT with bailer legs. I take 
advantage of its mobility provided by the lightened 
body and avoid close combat. My favorite strategy 
is to use machine-gun type weapons from far 
away, and creating a one-sided 


battle. Slow moving opponents 
are no match to n 
hard time in the Hong Kong 
stage where sniping i 
difficult. Some online 
match elements were 
planned but didn't quite 
make it into the game. 

However, hopefully I car 
apply them on my nc 
opportunity. 


ponents m 
, ng - 


SIMON LAI 

ASSISTANT PRODUCER 


Hi all. I'm Simon and I'm an assistant producer 
for S.L.A.I. 

I have to admit that I'm a big fan of the standard 
two legged Proton. I like Protons in general 
because the range of available mods really 
allows you to customize it to any kind of combat 
style. But really I'm addicted to the speed. I could 
say that's because it allows me to deftly dodge 










is yellow? To 
maneuvering 
awkward. 

stronger in performing smooth 
and quick turns. 


more comfortable with the 


clumsiness of the Proton. 


mind I always want to go back to the fists of the 
Zwerg. I think deep down everyone is tempted 
by the possibility of wrecking their opponents 
by ramming into them with incredible force. Or 
maybe it's just me. Well, I'm still working on it. 
Hopefully, by the time you read this. I'll have quite 
a beast to take online. 


trick and outlast the computer, 
jponents are stealthier and smarter 
computer. It's more common to be 
down from behind during a firefight 
when your enemies are trying to be as sneaky 
as you. I like to ramp up the power levels of 
my guns, take out a few SVs quickly, then run 
for the gates if the ammo boxes don’t come my 
way. 

O.K., that's enough out of me. I can't wait to 
see what kind of SVs everyone will come up with! 
Remember: Be comfortable with your SV, be 
good to your Chip, and I hope to see you on the 
battlefield. 

And no, I didn't name this game. 


Since I'm so bad at aiming and dodging, I'm 
partial to lock-on missile weapons. The balance 
comes in the trade off between payload and 
power. Who wants to sit there in a missile 
dogfight for three minutes while you chip away at 
your opponent? But knowing my aim, my ammo 
tends to deplete too quickly [and there's never 
an ammo cube around when you need one]. Of 
course that means I'm always looking for a good 
O.C. remover. Light machine guns are good, 
but shotguns are better. 1 still haven't gotten 
grenades to work for me, though; must be a 
timing thing [that might explain the inability to 
dodge). 

Arenas? I'm very partial to Hong Kong. Not 
just because its many corridors, corners, and 
sniping nooks are great for my play style, but 
also because I think the team did a great job 
of capturing a real look and feel of the city. 
After Dragon, it's a toss up between London 
and Shinjuku for me. Hide-Park because of the 
multiple styles of combat areas rolled up into one 
arena, as well as the fact that my SV jumps just 
high enough to clear the roofs of all the buildings. 
Miyako because I think it’s a great expansion on 
the original Phantom Crash arena, and it has a 
feel that really embodies the rumbling world. Of 
course both of those arenas also have plenty of 
corners and corridors that I can use when I tuck 


murajgc^emid 

ASSISTANT PRODUCER 

Hello, I'm Charles, the other assistant producer for 
S.L.A.I. I also enjoy fast SVs, close combat, and heavy 
weaponry, but my other passion is sniping. Equip 
the Proton's “Spider'' 6-Legs to maximize jumping 
capabilities and reach areas no other SV can. Equip 
machine guns and grenade launchers and rain death 
from above! Finally, equip multiple cloaking devices for 
long invisibility times. 

Now, seek out prime locations! One interesting snipe 
point is the tall east building in London. Since most 
SVs will never reach this height, many 
online players won’t even notice you 
up there. Special thanks to the 
beta testers for pointing this out! 

Another great sniper position is 
the upper rim on the north and 
northwest of New York. If they 
see you, scoot back or jump off 
and run. Try to stay out of open 
and narrow corridors. Egypt is 
death for a sniper, and don’t 
get caught in the "trench run” in 
Germany. If a Hartman even looks 
at you funny, run! 


tail and run! 

I tend to stick with a just a pair of weapons, or a 
pair of weapons [i.e., two machine guns with two 
missile launchers). With this configuration, I only 
use two of the shoulder buttons on my controller 
to fire weapons. The other two I reassign to O.C. 
and jumping, or left and right strafing depending 
on the focus of my SV. 


As for chips, a cat, ape, or rabbit will probably be 
best. But, I love my turtle chip “Gina.” I named it 
after my good friend, who likes turtles. Choose 
a chip that will give you a personal attachment. 
Then, you’ll work that much harder to keep it 
safe. Also, the endurance of the turtle chip is 
amazing! It's great for beginners, as its hard 
shell will keep repair costs down. 



O Cat has been a faithful helper of mine for quite 
a while now, although before him there was 
Eat Bird. The cat and bird I.C.s are good for us 
ranged lock-on players, but I think the cat also 
helps out with speed and jumping. In any case. 
I'm just a cat person. 
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I CAIRO 1 

Rank / Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

| RankS 

| Regional Ranker 

| Uhuru | 

Mwezi | 

| Special-Cairo | 

18000 


|2400 

| HARTMAN-IP1 Body 


| HARTMAN-Crawler 

S 

| M-4 Recoilless Gun 

E 

| M-32 Assault Rifle 


M-9ASV TP-Missile 


| XPPC "Thunderbird" 

0 


Rank A / Day 

Area Ranker 

Muad-Dib 

Alicia 

Lion-1 

12050 

65 

1600 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

-5 

EMP Lahmung Faust 

86 

Maschinengewehrl 3 

15 

Zwei LFK System5 

25 

EMP Granatwerfer 

-50 

Rank A / Day 

Enemy 

00 

Yueh 

Hawat 

Pig 

1320 

40 

1000 

PR0T0N-K7P2Body 

12 

PR0T0N-2Legs 

-4 

T53 Assault Rifle 

-49 

T48 Machine Pistol 

31 

...... 

- 

T68 E.M.P. Grenade 

-10 

Rank A / Day 

Enemy 

01 

Idaho 

Ghola-12 

Ape-3 

1320 

45 

1000 

CARR0-H8/6 Body 

-10 

CARR0-4Wheels 

20 

AMI 7 "Bastoncino" 

-13 

AMI 7 "Bastoncino" 

-19 

LM15 "Rondine-3" 

-13 

CA22 "Grandine" 

-18 

Rank A / Day 

Enemy 

02 

Scytale 

Axolotl 

Lizard-1 

1320 

40 

1000 

HARTMAN-IP1 Body 

-3 

HARTMAN-4Legs 

0 

M-7 SRAM Launcher 

0 

M-7 SRAM Launcher 

-7 

MC Composite Armor 

0 

M-9ASV TP-Missile 

-15 

Rank A / Day 

Enemy 

03 

Irulan 

Haderach 

Fish-1 

1320 

40 

1000 

KHT-0.279 Body 

-16 

KHT-Single Bailer 

30 

CP42 "Gobalevsky" 

0 

CP42 "Gobalevsky" 

-3 

KB67 "Krukis" 

0 

EB71 "Sicksa" 

0 

Rank A / Day 

Enemy 

04 

Shaddam 

Hasimir 

Rat-1 

1620 

50 

1000 

HARTMAN-IP1 Body 

7 

HARTMAN-4Wheels 

0 

M-7 SRAM Launcher 

32 

M-32 Assault Rifle 

44 

...... 

- 

M-9ASV TP-Missile 

-33 

Rank A / Day 

Enemy 

05 

Darwi 

Taraza 

Dog-2 

1620 

40 

1000 

ZWERG-EV.3 Body 

10 

ZWERG-4Legs 

-9 

Raketenkanone6/l 

-33 

SVabwehr Kanone5 

12 

Granalwerfer8/1 

30 

...... 


Rank A / Day 

Enemy 

06 

Lady-J 

Caladan 

Cat-2 

1620 

40 

1000 

HARTMAN-IP1 Body 

-13 

HARTMAN-2Legs 

25 

M-4 Recoilless Gun 

-31 

M-2019 Commercial 

17 

MC Composite Armor 

0 

FAE5 "Daisy Bell" 

31 

Rank A / Day 

Enemy 

07 

Gaius 

Pain 

Ape-1 

1620 

50 

1100 

PR0T0N-K7P2Body 

10 

PR0T0N-4Wheels 

14 

T70MLRS Launcher 

12 

T62 Samurai Steel 

-35 

T50 Grenade 

-25 

T54 30mm Chain Gun 

39 

Rank A / Day 

Enemy 

08 

Feyd 

Roxanne 

Horse-2 

1620 

50 

1100 

PR0T0N-K7P2Body 

15 

PR0T0N-2Legs 

-3 

T62 Samurai Steel 

12 

T64 Sawed-off Gun 

-35 

T54 30mm Chain Gun 

-25 

T70DL-ASV Missile 

30 

Rank A / Day 

Enemy 

09 

Rabban 

Mentat 

Lizard-1 

1620 

45 

1100 

CARR0-H8/6 Body 

-39 

CARR0-4Wheels 

27 

CG25 "Diavolo" 

24 

CG25 "Diavolo" 

-34 

MC41 "Vesuvio" 

-15 

MC41 "Vesuvio" 

-46 

Rank A / Day 

Enemy 

10 

Baron-H 

Alia 

Lizard-1 

2110 

45 

1100 

CARR0-H8/6 Body 

-8 

CARR0-6Wheels 

18 

FA12 "Favilla" 

40 

LM10 "Sagittario" 

34 

SM26 "Temporale" 

-55 

LM15 "Rondine-3" 

-2 

Rank A / Day 

Enemy 

11 

Sean 

Kynes 

Lizard-1 

2110 

40 

1100 

KHT-0.279 Body 

8 

KHT-4Wheels 

54 

PPk51 "Kirsanoff" 

1 

CP42 "Gobalevsky" 

-19 

EB71 "Sicksa" 

-25 

PRK57-1 "Ovinnik" 

-45 

Rank A / Day 

Enemy 

12 

Stilgar 

Eedaykin 

Rabbit-1 

5940 

45 

1200 

PR0T0N-K7P2Body 

5 

PR0T0N-6Legs 

1 

T62 Samurai Steel 

-17 

T64 Sawed-off Gun 

-28 

T50 Grenade 

-35 

T68 E.M.P. Grenade 

-28 

Rank A / Day 

Enemy 

13 

S-Hulud 

Leto-2 

Cat-1 

8910 

55 

1200 

KHT-0.279 Body 

28 

KHT-Road Roller 

-24 

CP42 "Gobalevsky" 

51 

SV68 "Nikolayev" 

28 

PRK57-1 "Ovinnik" 

35 

EB71 "Sicksa" 

-68 


Rank A / Night 

Area Ranker 

Chris-K 

Clooney 

Dog-2 

12050 

60 

1600 

KHT-0.279 Body 

10 

KHT-Road Roller 

1 

KUV66 "Rousalka" 

35 

SV68 "Nikolayev" 

37 

KUV64 "Tunguska" 

25 

KPb62 "Borisovich" 

-72 

Rank A / Night 

Enemy 

00 

Nailah 

Muzaffar 

Wolf-2 

1320 

45 

1000 

ZWERG-EV.3 Body 

20 

ZWERG-2Wheels 

30 

Maschinengewehrl 3 

7 

Maschinenpistolel 7 

37 

Maschinengewehr9 

61 

...... 


Rank A / Night 

Enemy 

01 

Labaan 

Kifaru 

Dog-5 

1320 

45 

1000 

CARRO-H8/6 Body 

13 

CARRO-2Wheels 

14 

LC15 "Tifone" 

25 

LM10 "Sagittario" 

14 

AC44 "Difesa" 

-19 

...... 


Rank A / Night 

Enemy 

02 

Teal-c 

Quinn 

Cat-2 

1320 

40 

1000 

HARTMAN-IP1 Body 

14 

HARTMAN-Crawler 

18 

M-32 Assault Rifle 

-9 

M-32 Assault Rifle 

-19 

XPPC "Thunderbird" 

2 

M-191 Grenade 

7 

Rank A / Night 

Enemy 

03 

Daniel 

Tissue 

Bird-5 

1320 

40 

1000 

HARTMAN-IP1 Body 

24 

HARTMAN-4Legs 

28 

M-32 Assault Rifle 

-15 

M-4 Recoilless Gun 

-12 

M-191 Grenade 

-8 

M-9ASV TP-Missile 

43 

Rank A / Night 

Enemy 

04 

Amanda 

O'Neil 

Dog-2 

1620 

50 

1000 

HARTMAN-IP1 Body 

8 

HARTMAN-6Wheels 

36 

M-7 SRAM Launcher 

0 

M-4 Recoilless Gun 

30 

M-191 Grenade 

35 

M-2 SRAM Launcher 

-12 

Rank A / Night 

Enemy 

05 

Elda 

Santo 

Horse-1 

1620 

40 

1000 

CARR0-H8/6 Body 

28 

CARR0-6Legs 

44 

IM10 "Sagittario" 

27 

FL30 "Cacciatore" 

-23 

CA22 "Grandine" 

-10 

EB32 "Nautilo" 

14 

Rank A / Night 

Enemy 

06 

Bartlett 

Lisette 

Cat-3 

1620 

40 

1000 

CARR0-H8/6 Body 

-9 

CARRO-4Wheels 

52 

AMI 7 "Bastoncino" 

-25 

CG25 "Diavolo" 

2 

CA22 "Grandine" 

-38 

MC41 "Vesuvio" 

25 

Rank A / Night 

Enemy 

07 

Franco 

Luise 

Rat-1 

1620 

50 

1100 

CARR0-H8/6 Body 

36 

CARR0-4Wheels 

64 

LM10 "Sagittario" 

-35 

LM10 "Sagittario" 

-41 

MC41 "Vesuvio" 

-47 

EB32 "Nautilo" 

6 

Rank A / Night 

Enemy 

08 

Bonnie 

Adam 

Tiger 

1620 

40 

1100 

ZWERG-EV.3 Body 

-9 

ZWERG-4Wheels 

40 

Maschinenpistolel 7 

6 

EMB Karabiner9/8 

-51 

Zwei LFK System5 

-16 

Zwei LFK System5 

-22 

Rank A / Night 

Enemy 

09 

Pat 

Squier 

Dog-5 

1620 

40 

1100 

ZWERG-EV.3 Body 

7 

ZWERG-2Legs 

11 

Schmelzen Faust 

-32 

Maschinengewehrl 3 

-17 

RaketenwerferlO 

23 

Eins LFK System2 

-43 

Rank A / Night 

Enemy 

10 

Schulze 

Ulmer 

Wolf-2 

2110 

50 

1100 

ZWERG-EV.3 Body 

37 

ZWERG-4Wheels 

10 

SVabwehr Kanone5 

-13 

Schmelzen Faust 

-30 

EMP Granatwerfer 

-1 

EMP Granatwerfer 

33 

Rank A / Night 

Enemy 

11 

Ulrich 

Gibarian 

Dog-5 

2110 

45 

1100 

KHT-0.279 Body 

-12 

KHT-4Legs 

-36 

APG65 "Perun" 

-15 

KUV66 "Rousalka" 

-17 

AGK54 "Veles" 

-15 

PRK57-1 "Ovinnik" 

-19 

Rank A / Night 

Enemy 

12 

Viola 

Anatoli 

Cat-2 

5940 

40 

1200 

KHT-0.279 Body 

30 

KHT-Single Bailer 

43 

KPk54 "Kuznetsov" 

-43 

APG65 "Perun" 

-31 

AGK54 "Veles" 

32 

AGK54 "Veles" 

2 

Rank A / Night 

Enemy 

13 

Tarasov 

Jacobs 

Bird-5 

8910 

50 

1200 

KHT-0.279 Body 

4 

KHT-4Legs 

-7 

PPk51 "Kirsanoff" 

15 

KPk54 "Kuznetsov" 

41 

EB71 "Sicksa" 

27 

PRK57-1 "Ovinnik" 

-42 














































































CAIRO 

Rank /Day: 
Night 

Title 

Nome 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank B / Day 

Area Ranker 

BlueStar 

Eliza 

Bird-2 

8810 

55 

1400 

CARRO-H8/6 Body 

10 

CARR0-6Wheels 

-18 

FA12 "Favilla" 

25 

AM17"Bastoncino" 

56 

LG28 "Fionda" 

-32 

MC41 "Vesuvio" 

15 

Rank B / Day 

Enemy - 00 

Ijaba 

Ghedi 

Bear-2 

200 

30 

800 

KHT-0.279 Body 

-2 

KHT-2Legs 

-20 

KUV66 "Rousalka" 

-13 

APG65 "Perun" 

-18 

...... 


KPb62 "Borisovich" 

-18 

Rank B / Day 

Enemy - 01 

Talal 

Meeka 

Cat-5 

680 

35 

800 

CARRO-H8/6 Body 

11 

CARR0-6Wheels 

35 

PA20 "Camerata" 

-11 

FA12 "Favilla" 

-57 



LM15 "Rondine-3" 

-25 

Rank B / Day 

Enemy - 02 

Samira 

Malouf 

Dog-1 

790 

35 

800 

KHT-0.279 Body 

-10 

KHT-2Legs 

4 

APG65 "Perun" 

-13 

APG65 "Perun" 

-16 

PRK57-1 "Ovinnik" 

-12 

KB67 "Krukis" 

-18 

Rank B / Day 

Enemy - 03 

Freda 

Garner 

Ape-3 

790 

30 

800 

PROTON-K7P2 Body 

-15 

PR0T0N-6Legs 

0 

T62 Samurai Steel 

-9 

T57 Chain Gun 

-15 

._... 


T54 30mm Chain Gun 

-8 

Rank B / Day 

Enemy - 04 

Hayato 

Taro 

Horse-3 

900 

35 

800 

PROTON-K7P2 Body 

-1 

PR0T0N-3Wheels 

20 

T64 Sawed-off Gun 

-1 

T57 Chain Gun 

-2 

T50 Grenade 

0 

T68 E.M.P. Grenade 

-1 

Rank B / Day 

Enemy - 05 

Walton 

F-Things 

Bird-3 

900 

30 

800 

HARTMAN-IP1 Body 

-3 

HARTMAN-2Legs 

0 

SV Drill "Sapper" 

-1 

M-4 Recoilless Gun 

-13 

M-9ASV TP-Missile 

-9 

M-l91 Grenade 

-4 

Rank B / Day 

Enemy - 06 

Purcell 

Streiter 

Sheep-1 

900 

30 

800 

HARTMAN-IP1 Body 

-11 

HARTMAN-6Wheels 

0 

M-2019 Commercial 

-14 

SV Drill "Sapper" 

-6 

._... 


MC Composite Armor 

0 

Rank B / Day 

Enemy - 07 

Archer 

Timothy 

Fish-2 

900 

30 

900 

HARTMAN-IP1 Body 

-23 

HARTMAN-4Legs 

2 

M-7 SRAM Launcher 

-14 

M-4 Recoilless Gun 

-15 

M-l91 Grenade 

0 

M2A5 "Chip Killer" 

-18 

Rank B / Day 

Enemy - 08 

Lyudmila 

Marcus 

Rat-1 

900 

30 

900 

KHT-0.279 Body 

32 

KHT-2Legs 

8 

PPk51 "Kirsanoff" 

-36 

PRK69-2 "Polevik" 

-46 

KB67 "Krukis" 

0 

AGK70 "Dogoda" 

0 

Rank B / Day 

Enemy - 09 

Yulian 

Tejkh 

Horse-3 

900 

30 

900 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

81 

APG65 "Perun" 

-71 

CP42 "Gobalevsky" 

-69 

PRK57-1 "Ovinnik" 

0 

PRK57-1 "Ovinnik" 

5 

Rank B / Day 

Enemy -10 

Kizilova 

Shane 

Giraffe 

900 

40 

900 

KHT-0.279 Body 

-10 

KHT-2Legs 

-3 

PPk51 "Kirsanoff" 

-16 

APG65 "Perun" 

-20 

...... 


AGK54 "Veles" 

-14 

Rank B / Day 

Enemy -11 

Stitch 

Ginn 

Fish-2 

900 

35 

900 

CARRO-H8/6 Body 

19 

CARR0-2Legs 

-16 

FA12 "Favilla" 

-36 

FA12 "Favilla" 

-15 

LG28 "Fionda" 

-2 

LG28 "Fionda" 

6 

Rank B / Day 

Enemy -12 

Racer 

Tati 

Lion-1 

3420 

35 

1000 

CARRO-H8/6 Body 

28 

CARR0-2Legs 

-25 

FA12 "Favilla" 

-35 

FA12 "Favilla" 

-26 

LG28 "Fionda" 

-49 

LG28 "Fionda" 

12 

Rank B / Day 

Enemy -13 

Issay 

Graham 

Wolf-2 

6090 

45 

1000 

CARRO-H8/6 Body 

35 

CARR0-2Legs 

-29 

FA12 "Favilla" 

-15 

FA12 "Favilla" 

6 

LG28 "Fionda" 

-58 

LG28 "Fionda" 

0 


Rank B / Night 

Area Ranker 

Kris-K 

Donatas 

Dog-5 

8810 

50 

1400 

KHT-0.279 Body 

20 

KHT-4Wheels 

10 

PPc71 "Cherenkov" 

25 

APG65 "Perun" 

22 

KUV64 "Tunguska" 

-60 

PRK69-4 "Leshy" 

-36 

Rank B / Night 

Enemy - 00 

Zahra 

Fadil 

Horse-1 

200 

30 

800 

HARTMAN-IP1 Body 

2 

HARTMAN-4Wheels 

5 

SV Drill "Sapper" 

-23 

M-32 Assault Rifle 

9 

M-l91 Grenade 

-32 

M-2 SRAM Launcher 

6 

Rank B / Night 

Enemy - 01 

Tetsuya 

Heston 

Dog-5 

680 

35 

800 

PROTON-K7P2Body 

0 

PROTON-6 Legs 

-27 

T62 Samurai Steel 

46 

T67 Grenade M.Gun 

-25 

T54 30mm Chain Gun 

12 

T70 DL-ASV Missile 

-36 

Rank B / Night 

Enemy - 02 

Rhaxma 

Gyasi 

Shark 

790 

30 

800 

HARTMAN-IP1 Body 

-4 

HARTMAN-Crawler 

-3 

M-7 SRAM Launcher 

-39 

M-7 SRAM Launcher 

-47 

...... 


M-l91 Grenade 

-13 

Rank B / Night 

Enemy - 03 

Shombay 

Kianga 

Bird-6 

790 

40 

800 

ZWERG-EV.3 Body 

19 

ZWERG-2Wheels 

48 

SVabwehr Kanone5 

2 

EMP Lahmung Faust 

-34 

Maschinengewehr9 

-24 

EMP Granatwerfer 

6 

Rank B / Night 

Enemy - 04 

Olga 

Abradox 

Lizard-1 

900 

30 

800 

HARTMAN-IP1 Body 

10 

HARTMAN-2Legs 

0 

M-4 Recoilless Gun 

38 

M-7 SRAM Launcher 

60 

...... 

- 

M-2 SRAM Launcher 

-9 

Rank B / Night 

Enemy - 05 

Bi-P 

Uef-C 

Giraffe 

900 

30 

800 

ZWERG-EV.3 Body 

16 

ZWERG-2Legs 

-9 

EMP Lahmung Faust 

-27 

SVabwehr Kanone5 

18 

...... 


Granatwerfer8/1 

35 

Rank B / Night 

Enemy - 06 

Gedevan 

Skripka 

Rhino 

900 

30 

800 

ZWERG-EV.3 Body 

5 

ZWERG-2Legs 

-8 

Maschinenpistolel 7 

-6 

Maschinengewehrl 3 

19 

Maschinengewehr9 

-17 

EMP Granatwerfer 

22 

Rank B / Night 

Enemy - 07 

Dyadya 

Makarony 

Ape-3 

900 

35 

900 

PROTON-K7P2Body 

25 

PROTON-4Wheels 

48 

T64 Sawed-off Gun 

-24 

T53 Assault Rifle 

12 

T54 30mm Chain Gun 

-33 

T50 Grenade 

50 

Rank B / Night 

Enemy - 08 

Flavia 

Uros 

Lizard-1 

900 

30 

900 

CARRO-H8/6 Body 

-8 

CARR0-4Legs 

0 

AM17 "Bastoncino" 

-8 

AMI 7 "Bastoncino" 

-6 

LM15 "Rondine-3" 

-11 

LM15 "Rondine-3" 

-8 

Rank B / Night 

Enemy - 09 

Emilio 

Pietro 

Bird-1 

900 

35 

900 

CARR0-H8/6 Body 

4 

CARR0-4Wheels 

25 

PA20 "Camerata" 

-21 

LC15 "Tifone" 

-21 

...... 

- 

EB32 "Nautilo" 

-1 

Rank B / Night 

Enemy -10 

Elda 

Santo 

Horse-1 

900 

40 

900 

CARR0-H8/6 Body 

28 

CARR0-6Legs 

44 

LM10 "Sagittario" 

27 

FL30 "Cacciatore" 

-23 

CA22 "Grandine" 

-10 

EB32 "Nautilo" 

14 

Rank B / Night 

Enemy -11 

Lyudmila 

Marcus 

Cat-3 

900 

30 

900 

KHT-0.279 Body 

32 

KHT-2Legs 

8 

PPk51 "Kirsanoff" 

-36 

PRK69-2 "Polevik" 

-46 

KB67 "Krukis" 

0 

AGK70 "Dogoda" 

0 

Rank B / Night 

Enemy -12 

Vadim 

Andrews 

Sheep-2 

3420 

30 

1000 

KHT-0.279 Body 

-34 

KHT-2Wheels 

23 

PRK69-2 "Polevik" 

6 

PRK69-2 "Polevik" 

9 

PRK57-1 "Ovinnik" 

-8 

KB67 "Krukis" 

-25 

Rank B / Night 

Enemy -13 

Nikolai 

Barnet 

Tiger 

6090 

40 

1000 

KHT-0.279 Body 

8 

KHT-4Wheels 

-10 

KUV66 "Rousalka" 

33 

SV68 "Nikolayev" 

-21 

...... 


PRK57-1 "Ovinnik" 

-34 














































































RankC/Night 

Area Ranker 

Ardnth 

Kharis 

Cat-3 

6000 

40 

1100 

ZWERG-EV.3 Body 

-15 

ZWERG-4Legs 

-2 

Schmelzen Foust 

40 

EMP Lahmung Faust 

-35 

Zwerg K-Ponzerung 

0 

Maschinengewehr9 

25 

RankC /Night 

Enemy - 00 

Pili 

Ratib 

Bird-1 

490 

20 

500 

PROTON-K7P2 Body 

-5 

PROTON-HoverJet 

75 

T48 Machine Pistol 

-12 

T53 Assault Rifle 

-21 

...... 

- 



Ranke/Night 

Enemy - 01 

Nande 

Chad 

Dog-5 

490 

20 

500 

KHT-0.279 Body 

-34 

KHT-Road Roller 

40 

KUV66 "Rousalka" 

-20 

APG65 "Perun" 

-20 

PRK57-1 "Ovinnik" 

-20 

...... 


RankC/Night 

Enemy - 02 

Hamisi 

Bisa 

Dog-4 

530 

30 

500 

PROTON-K7P2 Body 

-20 

PROTON-4Wheels 

-9 

T64 Sowed-off Gun 

38 

T62 Samurai Steel 

5 

PT Hybrid Armor 

41 



RankC/Night 

Enemy - 03 

Layla 

Aqil 

Cat-2 

530 

25 

500 

PR0T0N-K7P2 Body 

7 

PR0T0N-6Legs 

-47 

T53 Assault Rifle 

-34 

T67 Grenade M.Gun 

35 

T68E.M.P. Grenade 

46 

...... 


RankC/Night 

Enemy - 04 

Diab 

Typhon 

Ape-3 

560 

25 

500 

HARTMAN-IP1 Body 

-16 

HARTMAN-2Legs 

-2 

SV Drill "Sapper" 

45 

M-7 SRAM Launcher 

18 

M-2 SRAM Launcher 

-23 

M-191 Grenade 

6 

RankC/Night 

Enemy - 05 

Liberia 

Ghitn 

Bird-2 

560 

20 

500 

KHT-0.279 Body 

-21 

KHT-2Wheels 

71 

KUV66 "Rousalka" 

29 

APG65 "Perun" 

49 

AGK70 "Dogoda" 

-50 

KB67 "Krukis" 

3 

RankC/Night 

Enemy - 06 

Wilbur 

Doudou 

Pig 

560 

25 

500 

CARRO-H8/6 Body 

-5 

CARR0-6Legs 

0 

AMI 7 "Bastondno" 

-12 

LM10 "Sagittario" 

-7 

AC44 "Difesa" 

0 

IM15 "Rondine-3" 

-10 

RankC/Night 

Enemy - 07 

Flavin 

Urns 

Giraffe 

560 

30 

600 

CARRO-H8/6 Body 

-8 

CARR0-4Legs 

0 

AM17 "Bastoncino" 

-8 

AMI 7 "Bastoncino" 

-6 

LM15 "Rondine-3" 

-11 

IM15 "Rondine-3" 

-8 

RankC/Night 

Enemy - 08 

Hnnns 

Olnf 

Lion-2 

560 

20 

600 

ZWERG-EV.3 Body 

3 

ZWERG-2Legs 

8 

MaschinengewehrT 3 

30 

Maschinenpistolel 7 

14 

Eins LFK System2 

5 

Eins LFK System2 

25 

RankC/Night 

Enemy - 09 

Gnrga 

Dietze 

Sheep-1 

560 

20 

600 

ZWERG-EV.3 Body 

-8 

ZWERG-2Wheels 

11 

Maschinengewehrl 3 

-19 

Maschinenpistolel 7 

-20 

Eins LFK System2 

-12 

. 


RankC/Night 

Enemy -10 

Helen 

Vnter 

Ape-3 

600 

30 

600 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

56 

EMP Lohmung Faust 

-23 

Maschinenpistolel 7 

-38 

Moschinengewehr9 

13 



RankC/Night 

Enemy -11 

Claire 

Prem 

Horse-3 

600 

20 

600 

HARTMAN-IP1 Body 

14 

HARTMAN-Crawler 

18 

M-32 Assault Rifle 

-9 

M-32 Assault Rifle 

-19 

XPPC "Thunderbird" 

2 

M-191 Grenade 

7 

RankC/Night 

Enemy -12 

Isobel 

Banning 

Cot-1 

1340 

20 

700 

KHT-0.279 Body 

33 

KHT-Road Roller 

-19 

CP42 "Gobalevsky" 

15 

SV68 "Nikolayev" 

-12 

AGK70 "Dogoda" 

9 

PRK57-1 "Ovinnik" 

-9 

RankC/Night 

Enemy -13 

Whemple 

Zita 

Wolf-1 

3330 

30 

700 

CARRO-H8/6 Body 

28 

CARR0-6Legs 

26 

FL30 "Caccialore" 

-18 

LC15 "Tifone" 

35 

AC44 "Difesa" 

0 

AC44 "Difesa" 

0 












































































CAIRO 

Rank /Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank D / Day 

Area Ranker 

Ndemi 

Kamari 

Bird-5 

3150 

30 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

-50 

Maschinengewehrl 3 

25 

Maschinengewehrl 3 

47 

EMP Granatwerfer 

-26 



Rank D / Day 

Enemy - 00 

Nokia 

VT-B4711 

Dog-4 

240 

10 

400 

KHT-0.279 Body 

-40 

KHT-4Legs 

60 

PPk51 "Kirsanoff" 

-7 

KUV66 "Rousalka" 

0 

AGK70"Dogoda" 

-10 

KPb62 "Borisovich" 

-16 

Rank D / Day 

Enemy - 01 

Monique 

VT-C3289 

Bird-3 

240 

10 

400 

CARRO-H8/6 Body 

-35 

CARR0-4Wheels 

48 

FA12 "Favilla" 

-28 

FL30 "Cacciatore" 

-3 

EB32 "Nautilo" 

0 

LM15 "Rondine-3" 

-29 

Rank D / Day 

Enemy - 02 

Khaled 

Yafeu 

Cat-3 

290 

10 

400 

HARTMAN-IP1 Body 

-40 

HARTMAN-4Wheels 

50 

M-2019 Commercial 

-9 

M217 Chain Gun 

-7 

...... 


M-l91 Grenade 

-3 

Rank D / Day 

Enemy - 03 

Jeremie 

Remy 

Lion-1 

290 

10 

400 

PROTON-K7P2 Body 

-40 

PR0T0N-2Legs 

Z1 

T62 Samurai Steel 

12 

T64 Sawed-off Gun 

0 

_... 




Rank D / Day 

Enemy - 04 

Aisha 

Khaldun 

Bird-7 

320 

10 

400 

PROTON-K7P2 Body 

-15 

PROTON-HoverJel 

92 

T64 Sawed-off Gun 

-8 

T48 Machine Pistol 

-12 

T57ASV Missile 

-26 



Rank D / Day 

Enemy - 05 

Wanjiru 

Jomo 

Horse-3 

320 

15 

400 

ZWERG-EV.3 Body 

-49 

ZWERG-4Wheels 

65 

EMP Lahmung Faust 

-12 

Schmelzen Faust 

-24 

...... 


Granatwerfer8/1 

0 

Rank D / Day 

Enemy - 06 

Mustahil 

Suma 

Rat-1 

320 

15 

400 

CARRO-H8/6 Body 

-56 

CARR0-4Legs 

41 

AMI 7 "Bastoncino" 

-20 

LM10 "Sagittario" 

0 

...... 


LG28 "Fionda" 

0 

Rank D / Day 

Enemy - 07 

Onoda-3 

KenKen6 

Dog-5 

320 

10 

500 

KHT-0.279 Body (S) 

0 

KHT-4Wheels (S) 

0 

PPk51 "Kirsanoff" 

20 

CP42 "Gobalevsky" 

35 

AGK54 "Veles" 

-50 

PRK57-1 "Ovinnik" 

25 

Rank D / Day 

Enemy - 08 

Turkel 

Talos 

Ape-3 

320 

10 

500 

KHT-0.279 Body 

-23 

KHT-4Wheels 

53 

SV68 "Nikolayev" 

-20 

CP42 "Gobalevsky" 

-10 

...... 




Rank D / Day 

Enemy - 09 

Edith 

Bradley 

Cat-1 

320 

10 

500 

ZWERG-EV.3 Body 

-40 

ZWERG-4Legs 

20 

Maschinengewehrl 3 

-2 

Maschinengewehrl 3 

-8 



Eins LFK System2 

-32 

Rank D / Day 

Enemy -10 

Riley 

Louise 

Rabbit-1 

350 

20 

500 

PROTON-K7P2 Body 

-40 

PR0T0N-2Legs 

43 

T67 Grenade M.Gun 

-8 

T48 Machine Pistol 

-3 

...... 


T68 E.M.P. Grenade 

-4 

Rank D / Day 

Enemy -11 

Bwana 

Koinange 

Lion-2 

350 

10 

500 

HARTMAN-IP1 Body 

-40 

HARTMAN-6Wheels 

50 

M-7 SRAM Launcher 

-10 

M-2019 Commercial 

-4 

M2A5 "Chip Killer" 

-1 

M-l8 Heavy M.Gun 

-8 

Rank D / Day 

Enemy -12 

Mwange 

Nkobe 

Cat-5 

840 

10 

600 

HARTMAN-IP1 Body 

-30 

HARTMAN-2Legs 

-3 

M-7 SRAM Launcher 

-17 

SV Drill "Sapper" 

-18 

M-l8 Heavy M.Gun 

-18 

M-l91 Grenade 

-12 

Rank D / Day 

Enemy -13 

Koriba 

Ngai 

Wolf-2 

1440 

20 

600 

CARRO-H8/6 Body 

-5 

CARR0-4Wheels 

1 

FA12 "Favilla" 

-11 

FA12 "Favilla" 

-17 

CA22 "Grandine" 

-18 

CA22 "Grandine" 

-16 


Rank D / Night 

Area Ranker 

Sherine 

Naeem 

Lizard-3 

3150 

35 

1000 

KHT-0.279 Body 

-5 

KHT-2Legs 

12 

CP42 "Gobalevsky" 

25 

SV68 "Nikolayev" 

-10 

PRK57-1 "Ovinnik" 

29 

KPb62 "Borisovich" 

16 

Rank D / Night 

Enemy - 00 

Otieno 

Amina 

Cat-2 

240 

10 

400 

PROTON-K7P2Body 

-40 

PR0T0N-4Legs 

60 

T62 Samurai Steel 

-10 

T48 Machine Pistol 

-9 

T70DL-ASV Missile 

-5 

T57ASV Missile 

-8 

Rank D / Night 

Enemy - 01 

Khepri 

Wael 

Sheep-1 

240 

10 

400 

HARTMAN-IP1 Body 

-87 

HARTMAN-6Wheels 

89 

M-7 SRAM Launcher 

0 

M-2019 Commercial 

8 

M-l91 Grenade 

0 

MC Composite Armor 

-83 

Rank D / Night 

Enemy - 02 

Wanjiru 

Jomo 

Cat-3 

290 

15 

400 

ZWERG-EV.3 Body 

-49 

ZWERG-4Wheels 

65 

EMP Lahmung Faust 

-12 

Schmelzen Faust 

-24 

...... 


Grana!werfer8/1 

0 

Rank D / Night 

Enemy - 03 

Mustahil 

Suma 

Bird-3 

290 

15 

400 

CARR0-H8/6 Body 

-56 

CARR0-4Legs 

41 

AM17"Bastondno" 

-20 

LM10 "Sagittario" 

0 

...... 

- 

LG28 "Fionda" 

0 

Rank D / Night 

Enemy - 04 

Adham 

Daghir 

Rhino 

320 

20 

400 

HARTMAN-IP1 Body 

6 

HARTMAN-2Wheels 

46 

M-32 Assault Rifle 

-19 

M-7 SRAM Launcher 

0 

M-l 8 Heavy M.Gun 

-23 

...... 


Rank D / Night 

Enemy - 05 

Sharpe 

Jewel 

Sheep-1 

320 

10 

400 

KHT-0.279 Body 

-41 

KHT-2Legs 

42 

APG65 "Perun" 

-22 

APG65 "Perun" 

-24 

PRK57-1 "Ovinnik" 

-12 

PRK57-1 "Ovinnik" 

-29 

Rank D / Night 

Enemy - 06 

Sarah 

Wendell 

Bird-3 

320 

10 

400 

HARTMAN-IP1 Body 

-45 

HARTMAN-2Wheels 

80 

M-7 SRAM Launcher 

0 

M-4 Recoilless Gun 

0 

...... 

- 

M-2 SRAM Launcher 

0 

Rank D / Night 

Enemy - 07 

McCadden 

Walker 

Horse-3 

320 

15 

500 

PROTON-K7P2Body 

-25 

PROTON-HoverJet 

43 

T53 Assault Rifle 

-45 

T62 Samurai Steel 

-21 

...... 


T57ASV Missile 

-13 

Rank D / Night 

Enemy - 08 

Itano 

Kazuo 

Ape-3 

320 

10 

500 

CARRO-H8/6 Body 

-30 

CARR0-6Wheels 

49 

FA12 "Favilla" 

-98 

FA12 "Favilla" 

-12 

LM15 "Rondine-3" 

-25 

. 


Rank D / Night 

Enemy - 09 

Yusaku 

Ziro 

Giraffe 

320 

15 

500 

PROTON-K7P2Body 

-40 

PR0T0N-4Legs 

42 

T48 Machine Pistol 

-12 

T53 Assault Rifle 

-22 

T50 Grenade 

-32 

T50 Grenade 

-8 

Rank D / Night 

Enemy -10 

Nagisa 

Romesses 

Bird-6 

350 

15 

500 

CARR0-H8/6 Body 

-45 

CARR0-6Legs 

48 

AMI 7 "Bastoncino" 

-21 

FA12 "Favilla" 

-92 

...... 


MC41 "Vesuvio" 

0 

Rank D / Night 

Enemy -11 

Hasima 

Darwishi 

Rat-2 

350 

10 

500 

KHT-0.279 Body 

-32 

KHT-Road Roller 

44 

SV68 "Nikolayev" 

-34 

PPk51 "Kirsanoff" 

-19 

...... 

- 

PRK57-1 "Ovinnik" 

0 

Rank D / Night 

Enemy -12 

Tarek 

Mosi 

Wolf-1 

840 

15 

600 

ZWERG-EV.3 Body 

29 

ZWERG-2Wheels 

50 

EMP Lahmung Faust 

4 

Maschinenpistolel 7 

35 

Maschinengewehr9 

-33 

...... 


Rank D / Night 

Enemy -13 

Mohsin 

Yehia 

Rhino 

1440 

20 

600 

ZWERG-EV.3 Body 

19 

ZWERG-4Legs 

42 

Schmelzen Faust 

-39 

Jagdgewehr6 

30 

EMP Granatwerfer 

-6 

Maschinengewehr9 

19 

















































































CAIRO 

Rank / Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

1x10) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free / Day 

Enemy - 00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PR0T0N-K7P2Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 

...... 


Rank Free / Day 

Enemy - 01 

Natsuko 

Ambrose 

Ape-2 

350 

10 

500 

ZWERG-EV.3 Body 

-38 

ZWERG-4Baller 

47 

SVabwehr Kanone5 

0 

MaschinenpistoleT 7 

0 

Zwerg K-Panzerung 

0 

...... 


Rank Free / Day 

Enemy - 02 

Nakia 

VT-B4711 

Dog-4 

240 

10 

400 

KHT-0.279 Body 

-40 

KHT-4Legs 

60 

PPk51 "Kirsanoff" 

-7 

KUV66 "Rousalka" 

0 

AGK70 "Dogoda" 

-10 

KPb62 "Borisovich" 

-16 

Rank Free / Day 

Enemy - 03 

Monique 

VT-C3289 

Bird-3 

240 

10 

400 

CARR0-H8/6 Body 

-35 

CARR0-4Wheels 

48 

FA12 "Favilla" 

-28 

FL30 "Cacciatore" 

-3 

EB32 "Nautilo" 

0 

LM15 "Rondine-3" 

-29 

Rank Free/Day 

Enemy - 04 

Mwange 

Nkobe 

Cat-5 

840 

10 

600 

HARTMAN-IP1 Body 

-30 

HARTMAN-2Legs 

-3 

M-7 SRAM Launcher 

-17 

SV Drill "Sapper" 

-18 

M-18 Heavy M.Gun 

-18 

M-191 Grenade 

-12 

Rank Free/Day 

Enemy - 05 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free / Day 

Enemy - 06 

Hamisi 

Bisa 

Dog-4 

530 

30 

500 

PR0T0N-K7P2Body 

-20 

PR0T0N-4Wheels 

-9 

T64 Sawed-off Gun 

38 

T62 Samurai Steel 

5 

PT Hybrid Armor 

41 

...... 


Rank Free/Day 

Enemy - 07 

Malhotra 

Rajnish 

Giraffe 

560 

20 

500 

ZWERG-EV.3 Body 

-11 

ZWERG-4Baller 

10 

SVabwehr Kanone5 

-11 

SVabwehr Kanone5 

-7 

EMP Granatwerfer 

0 

Eins LFK System2 

-7 

Rank Free / Day 

Enemy - 08 

Filippo 

Nino 

Giraffe 

560 

25 

500 

ZWERG-EV.3 Body 

-3 

ZWERG-4Legs 

0 

EMB Karabiner9/8 

-12 

SVabwehr Kanone5 

0 

...... 


...... 


Rank Free / Day 

Enemy - 09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Perun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free/Day 

Enemy -10 

Kizilova 

Shane 

Giraffe 

900 

40 

900 

KHT-0.279 Body 

-10 

KHT-2Legs 

-3 

PPk51 "Kirsanoff" 

-16 

APG65 "Perun" 

-20 

...... 


AGK54 "Veles" 

-14 

Rank Free / Day 

Enemy -11 

Stitch 

Ginn 

Fish-2 

900 

35 

900 

CARR0-H8/6 Body 

19 

CARR0-2Legs 

-16 

FA12 "Favilla" 

-36 

FA12 "Favilla" 

-15 

LG28 "Ronda" 

-2 

LG28 "Fionda" 

6 

Rank Free / Day 

Enemy -12 

Mariko 

Song 

Cat-1 

1320 

40 

1000 

CARR0-H8/6 Body 

17 

CARR0-4Wheels 

11 

LM10 "Sagittario" 

20 

FA12 "Favilla" 

-32 

...... 


CA22 "Grandine" 

31 

Rank Free/Day 

Enemy -13 

Darwi 

Taraza 

Dog-2 

1620 

40 

1000 

ZWERG-EV.3 Body 

10 

ZWERG-4Legs 

-9 

Raketenkanone6/l 

-33 

SVabwehr Kanone5 

12 

Granalwerfer8/1 

30 

. 


Rank Free/Day 

Enemy -14 

Ndemi 

Kamari 

Bird-5 

3150 

30 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

-50 

Maschinengewehrl 3 

25 

Maschinengewehrl 3 

47 

EMP Granatwerfer 

-26 

...... 


Rank Free/Day 

Enemy -15 

Sherine 

Naeem 

Lizard-3 

3150 

35 

1000 

KHT-0.279 Body 

-5 

KHT-2Legs 

12 

CP42 "Gobalevsky" 

25 

SV68 "Nikolayev" 

-10 

PRK57-1 "Ovinnik" 

29 

KPb62 "Borisovich" 

16 

Rank Free / Day 

Enemy -16 

PerkyPat 

Connie 

Shark 

6000 

40 

1100 

HARTMAN-IP1 Body 

-15 

HARTMAN-2Legs 

-2 

M-4 Recoilless Gun 

18 

M-7 SRAM Launcher 

-18 

M-2 SRAM Launcher 

25 

M2A5 "Chip Killer" 

49 

Rank Free / Day 

Enemy -17 

Ardath 

Kharis 

Cat-3 

6000 

40 

1100 

ZWERG-EV.3 Body 

-15 

ZWERG-4Legs 

-2 

Schmelzen Faust 

40 

EMP Lahmung Faust 

-35 

Zwerg K-Panzerung 

0 

Maschinengewehr9 

25 

Rank Free / Day 

Enemy -18 

BlueStar 

Eliza 

Bird-2 

8810 

55 

1400 

CARR0-H8/6 Body 

10 

CARR0-6Wheels 

-18 

FA12 "Favilla" 

25 

AMI 7 "Bastoncino" 

56 

LG28 "Ronda" 

-32 

MC41 "Vesuvio" 

15 

Rank Free / Day 

Enemy-19 

Kris-K 

Donatas 

Dog-5 

8810 

50 

1400 

KHT-0.279 Body 

20 

KHT-4Wheels 

10 

PPc71 "Cherenkov" 

25 

APG65 "Perun" 

22 

KUV64 "Tunguska" 

-60 

PRK69-4 "Leshy" 

-36 

Rank Free / Day 

Enemy - 20 

Muad-Dib 

Alicia 

Lion-1 

12050 

65 

1600 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

-5 

EMP Lahmung Faust 

86 

Maschinengewehrl 3 

15 

Zwei LFK Syslem5 

25 

EMP Granatwerfer 

-50 

Rank Free/Day 

Enemy - 21 

Chris-K 

Clooney 

Dog-2 

12050 

60 

1600 

KHT-0.279 Body 

10 

KHT-Road Roller 

1 

KUV66 "Rousalka" 

35 

SV68 "Nikolayev" 

37 

KUV64 "Tunguska" 

25 

KPb62 "Borisovich" 

-72 














































CAIRO 

Rank /Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free/Night 

Enemy 

00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PROTON-K7P2 Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 



Rank Free/Night 

Enemy 

01 

Akinobu 

Brin 

Bear-3 

1440 

20 

600 

KHT-0.279 Body 

-6 

KHT-Road Roller 

0 

APG65 "Perun" 

-1 

PPk51 "Kirsanoff" 

-3 

PRK57-1 "Ovinnik" 

-4 

PRK57-1 "Ovinnik" 

-11 

Rank Free/Night 

Enemy 

02 

Khepri 

Wael 

Sheep-1 

240 

10 

400 

HARTMAN-IP1 Body 

-87 

HARTMAN-6Wheels 

89 

M-7 SRAM Launcher 

0 

M-2019 Commercial 

8 

M-191 Grenade 

0 

MC Composite Armor 

-83 

Rank Free/Night 

Enemy 

03 

Wanjiru 

Jomo 

Cat-3 

290 

15 

400 

ZWERG-EV.3 Body 

-49 

ZWERG-4Wheels 

65 

EMP Lahmung Faust 

-12 

Schmelzen Faust 

-24 

...... 


Granatwerfer8/1 

0 

Rank Free /Night 

Enemy 

04 

Mohsin 

Yehia 

Rhino 

1440 

20 

600 

ZWERG-EV.3 Body 

19 

ZWERG-4Legs 

42 

Schmelzen Faust 

-39 

Jagdgewehr6 

30 

EMP Granatwerfer 

-6 

Maschinengewehr9 

19 

Rank Free /Night 

Enemy 

05 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr KanoneS 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free /Night 

Enemy 

06 

Hamisi 

Bisa 

Dog-4 

530 

30 

500 

PROTON-K7P2 Body 

-20 

PR0T0N-4Wheels 

-9 

T64 Sawed-off Gun 

38 

T62 Samurai Steel 

5 

FT Hybrid Armor 

41 



Rank Free /Night 

Enemy 

07 

Flavia 

Uros 

Giraffe 

560 

30 

600 

CARR0-H8/6 Body 

-8 

CARR0-4Legs 

0 

AM17 "Bastoncino" 

-8 

AMI 7 "Bastoncino" 

-6 

LM15 "Rondine-3" 

-11 

LM15 "Rondine-3" 

-8 

Rank Free /Night 

Enemy 

08 

Hanns 

Olaf 

Lion-2 

560 

20 

600 

ZWERG-EV.3 Body 

3 

ZWERG-2Legs 

8 

Maschinengewehrl 3 

30 

Maschinenpistolel 7 

14 

Eins LFK System2 

5 

Eins LFK System2 

25 

Rank Free/Night 

Enemy 

09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Perun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free /Night 

Enemy 

10 

Maejima 

William 

Ape-3 

790 

30 

800 

ZWERG-EV.3 Body 

-24 

ZWERG-Road Roller 

-1 

Maschinengewehrl 3 

-13 

Maschinengewehrl 3 

-18 

Eins LFK System2 

-16 

Zwerg K-Panzerung 

-11 

Rank Free/Night 

Enemy 

11 

Nikolai 

Barnet 

Tiger 

6090 

40 

1000 

KHT-0.279 Body 

8 

KHT-4Wheels 

-10 

KUV66 "Rousalka" 

33 

SV68 "Nikolayev" 

-21 

...... 


PRK57-1 "Ovinnik" 

-34 

Rank Free /Night 

Enemy 

12 

Tao-Gu 

Ma-Fu 

Fish-1 

1620 

50 

1100 

CARRO-H8/6 Body 

6 

CARR0-4Legs 

-20 

LC15 'Tifone" 

23 

LM10 "Sagittario" 

31 

LG28 "Fionda" 

-49 

LG28 "Fionda" 

39 

Rank Free /Night 

Enemy 

13 

Amanda 

O'Neil 

Dog-2 

1620 

50 

1000 

HARTMAN-IP1 Body 

8 

HARTMAN-6Wheels 

36 

M-Z SRAM Launcher 

0 

M-4 Recoilless Gun 

30 

M-191 Grenade 

35 

M-2 SRAM Launcher 

-12 

Rank Free /Night 

Enemy 

14 

Ndemi 

Kamari 

Bird-5 

3150 

30 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

-50 

Maschinengewehrl 3 

25 

Maschinengewehrl 3 

47 

EMP Granatwerfer 

-26 


_ 

Rank Free /Night 

Enemy 

15 

Sherine 

Naeem 

Lizard-3 

3150 

35 

1000 

KHT-0.279 Body 

-5 

KHT-2Legs 

12 

CP42 "Gobalevsky" 

25 

SV68 "Nikolayev" 

-10 

PRK57-1 "Ovinnik" 

29 

KPb62 "Borisovich" 

16 

Rank Free /Night 

Enemy 

16 

PerkyPal 

Connie 

Shark 

6000 

40 

1100 

HARTMAN-IP1 Body 

-15 

HARTMAN-2Legs 

-2 

M-4 Recoilless Gun 

18 

M-7 SRAM Launcher 

-18 

M-2 SRAM Launcher 

25 

M2A5 "Chip Killer" 

49 

Rank Free/Night 

Enemy 

17 

Ardath 

Kharis 

Cat-3 

6000 

40 

1100 

ZWERG-EV.3 Body 

-15 

ZWERG-4Legs 

-2 

Schmelzen Faust 

40 

EMP Lahmung Faust 

-35 

Zwerg K-Panzerung 

0 

Maschinengewehr9 

25 

Rank Free /Night 

Enemy 

18 

BlueStar 

Eliza 

Bird-2 

8810 

55 

1400 

CARRO-H8/6 Body 

10 

CARR0-6Wheels 

-18 

FA12 "Favilla" 

25 

AMI 7 "Bastoncino" 

56 

LG28 "Fionda" 

-32 

MC41 "Vesuvio" 

15 

Rank Free/Night 

Enemy 

19 

Kris-K 

Donatas 

Dog-5 

8810 

50 

1400 

KHT-0.279 Body 

20 

KHT-4Wheels 

10 

PPc71 "Cherenkov" 

25 

APG65 "Perun" 

22 

KUV64 "Tunguska" 

-60 

PRK69-4 "Leshy" 

-36 

Rank Free /Night 

Enemy 

20 

Muad-Dib 

Alicia 

Lion-1 

12050 

65 

1600 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

-5 

EMP Lahmung Faust 

86 

Maschinengewehrl 3 

15 

Zwei LFK System5 

25 

EMP Granatwerfer 

-50 

Rank Free /Night 

Enemy 

21 

Chris-K 

Clooney 

Dog-2 

12050 

60 

1600 

KHT-0.279 Body 

10 

KHT-Road Roller 

1 

KUV66 "Rousalka" 

35 

SV68 "Nikolayev" 

37 

KUV64'Tunguska" 

25 

KPb62 "Borisovich" 

-72 
















































HONG KONG 


| RnnkS | Regional Ranker | Tai-Bai | Miao-Lin | Special-Hong Kong 118000 | 70 1 2400 | HARTMAN-IP1 Body | 50 | HARTMAN-4Wheels | 8 | SV Drill "Sapper" | 89 | M30A6 "Hedgehog" | -40 | FAE5 "Daisy Bell" | -99 | M2A5 "Chip Killer" | -99 | 


Rank A/Day 

Area Ranker 

Lema 

Krakow 

Lion-1 

12050 

60 

1600 

KHT-0.279 Body 

15 

KHT-2Wheels 

21 

KUV66 "Rousolka" 

25 

PPk51 "Kirsanoff" 

-45 

KB67 "Krukis" 

-22 

PRK69-4 "Leshy" 

12 

Rank A/Day 

Enemy - 00 

B-Lai 

Bruce-3 

Bear-2 

1320 

40 

1000 

CARR0-H8/6 Body 

-13 

CARR0-4Legs 

-4 

AMI 7 "Bastoncino" 

27 

LC15 "Tifone" 

-14 

LG28 "Fionda" 

-19 

LM15 "Rondine-3" 

-16 

Rank A /Day 

Enemy - 01 

B-Le 

Bruce-2 

Cat-2 

1320 

40 

1000 

ZWERG-EV.3 Body 

-4 

ZWERG-4Baller 

0 

Maschinengewehrl 3 

-10 

EMP Lahmung Faust 

29 

Maschinengewehr9 

-11 

Eins LFK System2 

-59 

Rank A/Day 

Enemy - 02 

D-Lee 

Bruce-1 

Bird-6 

1320 

40 

1000 

HARTMAN-IP1 Body 

-7 

HARTMAN-2Wheels 

33 

SV Drill "Sapper" 

39 

M-7 SRAM Launcher 

-10 

M-191 Grenade 

-74 

FAE5 "Daisy Bell" 

-37 

Rank A /Day 

Enemy - 03 

B-Lee 

TangLung 

Bird-5 

1320 

55 

1000 

PR0T0N-K7P2Body 

35 

PROTON-HoverJet 

78 

T53 Assault Rifle 

-99 

T62 Samurai Steel 

46 

T68E.M.P. Grenade 

36 

T54 30mm Chain Gun 

25 

Rank A/Day 

Enemy - 04 

Nick-G 

Horace 

Dolphin 

1620 

40 

1000 

HARTMAN-IP1 Body 

0 

HARTMAN-2Wheels 

74 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-11 

M-2 SRAM Launcher 

-18 

...... 


Rank A /Day 

Enemy - 05 

Lotta 

Hermes 

Rat-2 

1620 

40 

1000 

HARTMAN-IP1 Body 

-2 

HARTMAN-4Legs 

38 

M217 Chain Gun 

-45 

M-2019 Commercial 

22 

M-9ASV TP-Missile 

-14 

M-l 8 Heavy M.Gun 

30 

Rank A/Day 

Enemy - 06 

Leon 1005 

Bottle 

Bird-7 

1620 

45 

1000 

HARTMAN-IP1 Body 

39 

HARTMAN-Crawler 

34 

SV Drill "Sapper" 

32 

M-2019 Commercial 

38 

M-191 Grenade 

9 

M2A5 "Chip Killer" 

9 

Rank A /Day 

Enemy - 07 

Lan-Hua 

Chi-On 

Lizard-3 

1620 

40 

1100 

PR0T0N-K7P2Body 

-2 

PROTON-4Legs 

43 

T64 Sawed-off Gun 

-13 

T64 Sawed-off Gun 

-28 

T57ASV Missile 

55 

T54 30mm Chain Gun 

45 

Rank A/Day 

Enemy - 08 

Fei-Hung 

Bao-Dan 

Dog-5 

1620 

45 

1100 

PROTON-K7P2Body 

9 

PR0T0N-4Legs 

-8 

T53 Assault Rifle 

19 

T53 Assault Rifle 

8 

T57ASV Missile 

-35 

T50 Grenade 

-7 

Rank A /Day 

Enemy - 09 

Kenji 

Saitama 

Bird-5 

1620 

50 

1100 

PROTON-K7P2 Body 

12 

PR0T0N-3Wheels 

43 

T48 Machine Pistol 

-43 

T67 Grenade M.Gun 

-46 

T54 30mm Chain Gun 

2 

T54 30mm Chain Gun 

-41 

Rank A/Day 

Enemy -10 

Kizilova 

Shane 

Cat-1 

2110 

40 

1100 

KHT-0.279 Body 

-10 

KHT-2Legs 

-3 

PPk51 "Kirsanoff" 

-16 

APG65 "Perun" 

-20 

...... 


AGK54 "Veles" 

-14 

Rank A/Day 

Enemy -11 

Viola 

Anatoli 

Bear-2 

2110 

40 

1100 

KHT-0.279 Body 

30 

KHT-Single Bailer 

43 

KPk54 "Kuznetsov" 

-43 

APG65 "Perun" 

-31 

AGK54 "Veles" 

32 

AGK54 "Veles" 

2 

Rank A/Day 

Enemy -12 

Nikolai 

Barnet 

Sheep-2 

5940 

40 

1200 

KHT-0.279 Body 

8 

KHT-4Wheels 

-10 

KUV66 "Rousalka" 

33 

SV68 "Nikolayev" 

-21 

...... 

- 

PRK57-1 "Ovinnik" 

-34 

Rank A/Day 

Enemy -13 

Tarasov 

Jacobs 

Dog-3 

8910 

50 

1200 

KHT-0.279 Body 

4 

KHT-4Legs 

-7 

PPk51 "KirsanofP' 

15 

KPk54 "Kuznetsov" 

41 

EB71 "Sicksa" 

27 

PRK57-1 "Ovinnik" 

-42 


Rank A /Night 

Area Ranker 

Natsuro 

Poo 

Rat-1 

12050 

60 

1600 

ARDIT0-H8M Body 

-25 

ARDITO-2Legs 

0 

FL32 "Fragore" 

-50 

CG30 "Vampiro" 

-50 

MC42 "Stromboli" 

-50 

SM27 "Uragano" 

-50 

Rank A/Night 

Enemy - 00 

Leroy 

Loo 

Horse-1 

1320 

40 

1000 

KHT-0.279 Body 

25 

KHT-2Legs 

-3 

CP42 "Gobalevsky" 

40 

SV68 "Nikolayev" 

-15 

PRK69-4 "Leshy" 

-14 

KPb62 "Borisovich" 

16 

Rank A/Night 

Enemy - 01 

B-Liang 

Seki 

Horse-1 

1320 

40 

1000 

ZWERG-EV.3 Body 

35 

ZWERG-Road Roller 

-14 

Schmelzen Faust 

45 

Maschinenpistolel 7 

49 

Granatwerfer8/1 

38 

EMP Granatwerfer 

1 

Rank A /Night 

Enemy - 02 

B-Lee 

TangLung 

Cat-4 

1320 

55 

1000 

PR0T0N-K7P2Body 

35 

PROTON-HoverJet 

78 

T53 Assault Rifle 

-99 

T62 Samurai Steel 

46 

T68E.M.P. Grenade 

36 

T54 30mm Chain Gun 

25 

Rank A/Night 

Enemy - 03 

Lan-Hua 

Chi-On 

Dolphin 

1320 

40 

1000 

PROTON-K7P2Body 

-2 

PR0TON-4Legs 

43 

T64 Sawed-off Gun 

-13 

T64 Sawed-off Gun 

-28 

T57ASV Missile 

55 

T54 30mm Chain Gun 

45 

Rank A /Night 

Enemy - 04 

Wen-hai 

Feng 

Cat-2 

1620 

40 

1000 

PR0T0N-K7P2Body 

-9 

PR0T0N-2Legs 

41 

T62 Samurai Steel 

-13 

T70 MLRS Launcher 

22 

T66 Anti-SV Rocket 

14 

...... 


Rank A /Night 

Enemy - 05 

Yan-Fei 

Shantou 

Ape-1 

1620 

50 

1000 

PR0T0N-K7P2Body 

20 

PR0T0N-2Legs 

-7 

T64 Sawed-off Gun 

-28 

T67 Grenade M.Gun 

-22 

...... 

- 

T54 30mm Chain Gun 

18 

Rank A/Night 

Enemy - 06 

Kouji 

Sachi 

Dog-5 

1620 

40 

1000 

ZWERG-EV.3 Body 

-1 

ZWERG-Road Roller 

14 

Maschinenpistolel 7 

-25 

Maschinenpistolel 7 

-44 

Maschinengewehr9 

11 

Eins LFK System2 

-8 

Rank A /Night 

Enemy - 07 

Wing-Lok 

Yu-Lin 

Cat-5 

1620 

45 

1100 

HARTMAN-IP1 Body 

2 

HARTMAN-4Wheels 

3 

M-32 Assault Rifle 

34 

SV Drill "Sapper" 

23 

...... 

- 

M-191 Grenade 

-42 

Rank A/Night 

Enemy - 08 

George 

Cecily 

Bird-5 

1620 

45 

1100 

KHT-0.279 Body 

7 

KHT-Road Roller 

-46 

SV68 "Nikolayev" 

37 

SV68 "Nikolayev" 

-34 

PRK57-1 "Ovinnik" 

-8 

AGK70 "Dogoda" 

16 

Rank A/Night 

Enemy - 09 

Tao-Gu 

Ma-Fu 

Fish-1 

1620 

50 

1100 

CARR0-H8/6 Body 

6 

CARR0-4Legs 

-20 

LC15 "Tifone" 

23 

LM10 "Sagittario" 

31 

LG28 "Fionda" 

-49 

LG28 "Fionda" 

39 

Rank A /Night 

Enemy -10 

Elda 

Santo 

Cat-1 

2110 

40 

1100 

CARR0-H8/6 Body 

28 

CARR0-6Legs 

44 

LM10 "Sagittario" 

27 

FL30 "Cacciatore" 

-23 

CA22 "Grandine" 

-10 

EB32 "Nautilo" 

14 

Rank A/Night 

Enemy -11 

Leonardo 

Pier 

Dog-4 

2110 

40 

1100 

CARR0-H8/6 Body 

-20 

CARR0-6Legs 

43 

LC15 "Tifone" 

10 

PA20 "Camerata" 

0 

EB32 "Nautilo" 

24 

LM15 "Rondine-3" 

18 

Rank A /Night 

Enemy -12 

Gina 

Oriente 

Horse-3 

5940 

45 

1200 

CARRO-H8/6 Body 

-20 

CARR0-2Wheels 

47 

FA12 "Favilla" 

-41 

FL30 "Cacciatore" 

44 

AC44 "Difesa" 

-41 

...... 


Rank A /Night 

Enemy -13 

Dante 

Luca 

Shark 

8910 

50 

1200 

CARR0-H8/6 Body 

50 

CARR0-2Legs 

37 

1M10 "Sagittario" 

-32 

CG25 "Diavolo" 

44 

MC41 "Vesuvio" 

-45 

EB32 "Nautilo" 

-35 













































































HONG KONG 

Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank B / Day 

Area Ranker 

Smith 

Yarol 

Lizard-3 

8810 

55 

1400 

PR0T0N-K7P2 Body 

25 

PR0T0N-6Legs 

5 

T62 Samurai Steel 

75 

T53 Assault Rifle 

-64 

T57ASV Missile 

16 

T66 Anti-SV Rocket 

13 

Rank B / Day 

Enemy - 00 

Shu-Min 

VT-M5264 

Cat-2 

200 

30 

800 

HARTMAN-IP1 Body 

-12 

HARTMAN-4Wheels 

47 

SV Drill "Sapper" 

-20 

M-7 SRAM Launcher 

-59 

M-l 8 Heavy M.Gun 

-26 

M2A5 "Chip Killer" 

-3 

Rank B / Day 

Enemy - 01 

Min-Chul 

VT-D6487 

Rabbit-2 

680 

30 

800 

ZWERG-EV.3 Body 

-8 

ZWERG-2Wheels 

0 

SVabwehr Kanone5 

-10 

Maschinenpistolel 7 

0 

Eins LFK System2 

-13 

. 


Rank B / Day 

Enemy - 02 

Tetsuya 

Heston 

Shark 

790 

35 

800 

PR0T0N-K7P2 Body 

0 

PR0T0N-6Legs 

-27 

T62 Samurai Steel 

46 

T67 Grenade M.Gun 

-25 

T54 30mm Chain Gun 

12 

T70DL-ASV Missile 

-36 

Rank B / Day 

Enemy - 03 

Fei-Yu 

Haizhou 

Bird-6 

790 

30 

800 

ZWERG-EV.3 Body 

4 

ZWERG-4Legs 

-9 

Maschinengewehrl 3 

43 

Maschinenpistolel 7 

5 

EMP Granatwerfer 

11 

. 


Rank B / Day 

Enemy - 04 

Yeong-Gi 

Ping-Erh 

Bear-2 

900 

35 

800 

KHT-0.279 Body 

0 

KHT-4Wheels 

34 

CP42"Gobalevsky" 

-17 

KUV66 "Rousalka" 

-12 

n 


EB71 "Sicksa" 

-16 

Rank B / Day 

Enemy - 05 

Angeli 

Maarzo 

Lizard-2 

900 

30 

800 

CARRO-H8/6 Body 

0 

CARRO-6Legs 

-5 

FA12 "Favilla" 

-14 

FA12 "Favilla" 

-65 

CA22 "Grandine" 

-84 

LG28 "Fionda" 

-14 

Rank B / Day 

Enemy - 06 

Boltro 

Fernando 

Lizard-2 

900 

40 

800 

CARRO-H8/6 Body 

5 

CARR0-6Legs 

-2 

LM10 "Sagittario" 

27 

FA12 "Favilla" 

21 

LG28 "Fionda" 

43 

CA22 "Grandine" 

13 

Rank B / Day 

Enemy - 07 

Gaspare 

Binci 

Lizard-2 

900 

35 

900 

CARRO-H8/6 Body 

-8 

CARRO-4Legs 

0 

AMI 7 «Bastoncino» 

-8 

AMI 7 «Bastoncino» 

-6 

LM15 «Rondine-3» 

-11 

LM15 «Rondine-3» 

-8 

Rank B / Day 

Enemy - 08 

Purcell 

Streiter 

Lizard-2 

900 

30 

900 

HARTMAN-IP1 Body 

-11 

HARTMAN-6Wheels 

0 

M-2019 Commercial 

-14 

SV Drill «Sapper» 

-6 

— 


MC Composite Armor 

0 

Rank B / Day 

Enemy - 09 

Archer 

Timothy 

Cat-1 

900 

30 

900 

HARTMAN-IP1 Body 

-23 

HARTMAN-4Legs 

2 

M-7 SRAM Launcher 

-14 

M-4 Recoilless Gun 

-15 

M-l 91 Grenade 

0 

M2A5 «Chip Killers 

-18 

Rank B / Day 

Enemy -10 

Marilyn 

Jason 

Lion-1 

900 

40 

900 

HARTMAN-IP1 Body 

24 

HARTMAN-4Legs 

28 

M-32 Assault Rifle 

-15 

M-4 Recoilless Gun 

-12 

M-l91 Grenade 

-8 

M-9ASV TP-Missile 

43 

Rank B / Day 

Enemy -11 

Cho-#l 

Morgan 

Bird-4 

900 

30 

900 

KHT-0.279 Body 

-27 

KHT-4Legs 

2 

SV68 "Nikolayev" 

-60 

CP42 "Gobalevsky" 

-13 

EB71 "Sicksa" 

-11 

AGK54 "Veles" 

-18 

Rank B / Day 

Enemy -12 

Yulian 

Tejkh 

Dog-1 

3420 

30 

1000 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

81 

APG65 "Perun" 

-71 

CP42 "Gobalevsky" 

-69 

PRK57-1 "Ovinnik" 

0 

PRK57-1 "Ovinnik" 

5 

Rank B / Day 

Enemy -13 

Nikolai 

Barnet 

Dog-2 

6090 

40 

1000 

KHT-0.279 Body 

8 

KHT-4Wheels 

-10 

KUV66 "Rousalka" 

33 

SV68 "Nikolayev" 

-21 

— 


PRK57-1 "Ovinnik" 

-34 


Rank B / Night 

Area Ranker 

Number42 

Doctor 

Tiger 

8810 

50 

1400 

KHT-0.279 Body 

0 

KHT-4Wheels 

24 

SV68 "Nikolayev" 

8 

KUV66 "Rousalka" 

-50 

PRK69-4 "Leshy" 

-41 

KPb62 "Borisovich" 

-27 

Rank B / Night 

Enemy - 00 

Po-Chu 

VT-M4568 

Bird-4 

200 

30 

800 

HARTMAN-IP1 Body 

3 

HARTMAN-2Wheels 

1 

M-4 Recoilless Gun 

-37 

M-7 SRAM Launcher 

34 

M-9ASV TP-Missile 

-42 

...... 


Rank B / Night 

Enemy - 01 

Min-Ki 

VT-H5648 

Cat-1 

680 

30 

800 

KHT-0.279 Body 

7 

KHT-Single Bailer 

31 

KPk54 "Kuznetsov" 

-16 

CP42 "Gobalevsky" 

10 

KB67 "Krukis" 

0 

AGK54 "Veles" 

-10 

Rank B / Night 

Enemy - 02 

Yan-Chin 

Peng 

Dog-2 

790 

30 

800 

CARR0-H8/6 Body 

-9 

CARR0-4Wheels 

52 

AMI 7 "Bastoncino" 

-25 

CG25 "Diavolo" 

2 

CA22 "Grandine" 

-38 

MC41 "Vesuvio" 

25 

Rank B / Night 

Enemy - 03 

Shu-Hui 

Gai-Zi 

Giraffe 

790 

30 

800 

PR0T0N-K7P2Body 

40 

PROTON-HoverJet 

38 

T67 Grenade M.Gun 

-18 

T48 Machine Pistol 

46 

...... 

- 

PT Hybrid Armor 

-44 

Rank B / Night 

Enemy - 04 

Iwashika 

Brin 

Lizard-3 

900 

30 

800 

HARTMAN-IP1 Body 

-15 

HARTMAN-4Wheels 

71 

M-7SRAM Launcher 

-15 

M-2019 Commercial 

0 

M2A5 "Chip Killer" 

31 

M-l91 Grenade 

10 

Rank B / Night 

Enemy - 05 

Yukari 

Mono 

Lizard-2 

900 

30 

800 

PR0T0N-K7P2Body 

2 

PR0T0N-6Legs 

-6 

T67 Grenade M.Gun 

39 

T53 Assault Rifle 

-44 

T54 30mm Chain Gun 

-37 

T50 Grenade 

6 

Rank B / Night 

Enemy - 06 

Se-Chang 

Vector 

Lizard-2 

900 

30 

800 

PR0T0N-K7P2Body 

2 

PR0T0N-2Legs 

0 

T53 Assault Rifle 

-27 

T48 Machine Pistol 

47 

PT Hybrid Armor 

-6 

T70 DL-ASV Missile 

33 

Rank B / Night 

Enemy - 07 

Wen-hai 

Feng 

Lizard-2 

900 

40 

900 

PROTON-K7P2Body 

-9 

PR0T0N-2Legs 

41 

T62 Samurai Steel 

-13 

T70MLRS Launcher 

22 

T66 Anti-SV Rocket 

14 

. 


Rank B / Night 

Enemy - 08 

Gray 

Kuehle 

Dog-1 

900 

30 

900 

ZWERG-EV.3 Body 

10 

ZWERG-4Baller 

40 

EMP Lahmung Faust 

-10 

Maschinengewehrl 3 

-19 

Eins LFK System2 

-20 

...... 


Rank B / Night 

Enemy - 09 

Alberti 

Babel 

Bird-7 

900 

40 

900 

ZWERG-EV.3 Body 

12 

ZWERG-2Wheels 

42 

SVabwehr Kanone5 

-13 

Maschinengewehrl 3 

-12 

...... 


Maschinengewehr9 

46 

Rank B / Night 

Enemy -10 

Gunther 

Freund 

Wolf-1 

900 

40 

900 

ZWERG-EV.3 Body 

-12 

ZWERG-2Legs 

29 

Jagdgewehr6 

40 

Maschinengewehrl 3 

-15 

Granatwerfer8/1 

-21 

EMP Granatwerfer 

26 

Rank B / Night 

Enemy -11 

Kenichi 

Yumi 

Dog-3 

900 

35 

900 

KHT-0.279 Body 

-10 

KHT-Road Roller 

-26 

APG65 "Perun" 

46 

APG65 "Perun" 

66 

KB67 "Krukis" 

-19 

EB71 "Sicksa" 

23 

Rank B / Night 

Enemy -12 

Ho-Pin 

Mi-So 

Giraffe 

3420 

35 

1000 

CARR0-H8/6 Body 

-1 

CARR0-2Wheels 

57 

AMI 7 "Bastoncino" 

-2 

FA12 "Favilla" 

-28 

LM15 "Rondine-3" 

-31 

MC41 "Vesuvio" 

43 

Rank B / Night 

Enemy -13 

Wing-Lok 

Yu-Lin 

Sheep-2 

6090 

45 

1000 

HARTMAN-IP1 Body 

2 

HARTMAN-4Wheels 

3 

M-32 Assault Rifle 

34 

SV Drill "Sapper" 

23 

...... 


M-l91 Grenade 

-42 













































































HONG KONG 

Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank C / Day 

Area Ranker 

Chia 

Zona 

Rabbit-2 

6000 

40 

1100 

CARRO-H8/6 Body 

-15 

CARR0-2Legs 

-8 

CG25 "Diavolo" 

-21 

CG25 "Diavolo" 

-15 

SM26 "Temporale" 

-15 

EB32 "Nautilo" 

6 

Rank C / Day 

Enemy - 00 

Jae-Ho 

VT-H3482 

Dog-S 

490 

20 

500 

KHT-0.279 Body 

-40 

KHT-4Wheels 

50 

CP42 "Gobalevsky" 

-6 

PRK69-2 "Polevik" 

-4 

KPb62 "Borisovich" 

-10 



Rank C / Day 

Enemy - 01 

Gloria 

VT-M3267 

Dog-3 

490 

20 

500 

ZWERG-EV.3 Body 

-40 

ZWERG-4Wheels 

50 

SVabwehr Kanone5 

-5 

Schmelzen Faust 

-4 

EMP Granalwerfer 

0 

Eins LFK System2 

-3 

Rank C / Day 

Enemy - 02 

Spenser 

VT-C7731 

Rat-2 

530 

20 

500 

HARTMAN-IP1 Body 

3 

HARTMAN-6Wheels 

12 

M-7 SRAM Launcher 

-18 

M-2019 Commercial 

-12 

— 




Rank C / Day 

Enemy - 03 

Lai-Chi 

VT-B2139 

Dolphin 

530 

25 

500 

PROTON-K7P2 Body 

-3 

PR0T0N-2Legs 

3 

T64 Sawed-off Gun 

-12 

T48 Machine Pistol 

-17 

...... 


T54 30mm Chain Gun 

-13 

Rank C / Day 

Enemy - 04 

Winfred 

Stump 

Sheep-2 

560 

25 

500 

PR0T0N-K7P2 Body 

1 

PR0T0N-4Wheels 

34 

T48 Machine Pistol 

-12 

T62 Samurai Steel 

-10 



PT Hybrid Armor 

-11 

Rank C / Day 

Enemy - 05 

Ricky 

Ginger 

Ape-2 

560 

25 

500 

PROTON-K7P2 Body 

-48 

PROTON-HoverJet 

95 

T64 Sawed-off Gun 

-10 

T67 Grenade M.Gun 

-10 

T57ASV Missile 

20 

T54 30mm Chain Gun 

-15 

Rank C / Day 

Enemy - 06 

Ronald 

Ao-Mei 

Dog-2 

560 

30 

500 

KHT-0.279 Body 

-10 

KHT-2Wheels 

22 

SV68 "Nikolayev" 

-11 

KUV66 "Rousalka" 

-14 

PRK57-1 "Ovinnik" 

-13 

AGK54 "Veles" 

-13 

Rank C / Day 

Enemy - 07 

Tan-Yun 

Benben 

Pig 

560 

20 

600 

HARTMAN-IP1 Body 

-5 

HARTMAN-2Wheels 

67 

M-32 Assault Rifle 

-18 

M-32 Assault Rifle 

-17 

----- 


M-18 Heavy M.Gun 

-16 

Rank C / Day 

Enemy - 08 

Suk-Shim 

Hwang-Gu 

Dolphin 

560 

20 

600 

HARTMAN-IP1 Body 

-11 

HARTMAN-2Legs 

-2 

M-32 Assault Rifle 

-17 

M-7 SRAM Launcher 

-58 

M2A5 "Chip Killer" 

-11 

MC Composite Armor 

-20 

Rank C / Day 

Enemy - 09 

Kam-Hung 

Tycoon 

Dog-3 

560 

20 

600 

ZWERG-EV.3 Body 

-12 

ZWERG-4Baller 

45 

Maschinenpistolel 7 

-16 

SVabwehr Kanone5 

-19 

Maschinengewehr9 

-35 

Zwerg K-Panzerung 

-10 

Rank C / Day 

Enemy -10 

Chu-Lin 

Suanfa 

Cat-5 

600 

30 

600 

KHT-0.279 Body 

-27 

KHT-Road Roller 

76 

APG65 "Perun" 

-18 

PPk51 "Kirsanoff" 

-15 

-- 




Rank C / Day 

Enemy -11 

Tomoe 

Soup 

Lion-1 

600 

20 

600 

CARRO-H8/6 Body 

-15 

CARR0-2Legs 

-3 

PA20 "Camerata" 

-5 

PA20 "Camerata" 

-1 

SM26 "Temporale" 

-32 



Rank C / Day 

Enemy -12 

Mitsuko 

DB-Sole 

Bird-7 

1340 

25 

700 

CARRO-H8/6 Body 

-10 

CARR0-2Legs 

-16 

PA20 "Camerata" 

-21 

PA20 "Camerata" 

12 

SM26 "Temporale" 

-23 



Rank C / Day 

Enemy -13 

Kelsey 

Magellan 

Tiger 

3330 

30 

700 

CARRO-H8/6 Body 

-9 

CARR0-2Legs 

-8 

PA20 "Camerata" 

3 

PA20 "Camerata" 

-4 

EB32 "Nautilo" 

-2 

EB32 "Nautilo" 

16 


RankC/Night 

Area Ranker 

Love 

Mr y 

Dog-5 

6000 

40 

1100 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

2 

Schmelzen Faust 

48 

Maschinengewehrl 3 

-29 

Granatwerfer8/1 

-50 

RaketenwerferlO 

-24 

RankC/Night 

Enemy - 00 

Mi-Suk 

VT-R3679 

Rhino 

490 

20 

500 

HARTMAN-IP1 Body 

-46 

HARTMAN-2Wheels 

56 

M-4 Recoilless Gun 

-16 

M-32 Assault Rifle 

-12 

...... 


M2A5 "Chip Killer" 

0 

RankC/Night 

Enemy - 01 

Won-Bon 

VT-M6431 

Lizard-3 

490 

20 

500 

KHT-0.279 Body 

-35 

KHT-2Legs 

40 

APG65 "Perun" 

0 

PPk51 "Kirsanoff" 

0 

...... 


...... 


RankC/Night 

Enemy - 02 

Yu-ko 

VT-B8372 

Wolf-2 

530 

25 

500 

CARR0-H8/6 Body 

19 

CARR0-4Legs 

-42 

AM17 "Bastoncino" 

42 

PA20 "Camerata" 

5 

...... 


CA22 "Grandine" 

-19 

RankC/Night 

Enemy - 03 

Tin-Wu 

VT-D4766 

Bird-4 

530 

25 

500 

HARTMAN-IP1 Body 

8 

HARTMAN-2Legs 

-15 

M-7 SRAM Launcher 

46 

M-2019 Commercial 

-50 

M-191 Grenade 

31 

M-18 Heavy M.Gun 

-35 

Rank C / Night 

Enemy - 04 

Sam-Git 

Mark 

Cat-3 

560 

20 

500 

PROTON-K7P2Body 

6 

PR0T0N-4Legs 

-4 

T53 Assault Rifle 

-26 

T53 Assault Rifle 

-41 

T57ASV Missile 

36 

T50 Grenade 

-48 

RankC/Night 

Enemy - 05 

Ji-Yeong 

Jinha 

Ape-1 

560 

25 

500 

CARR0-H8/6 Body 

0 

CARR0-4Legs 

46 

LM10 "Sagittario" 

30 

FA12 "Favilla" 

-20 

CA22 "Grandine" 

34 

MC41 "Vesuvio" 

-10 

RankC/Night 

Enemy - 06 

Shao-bai 

Hu-wei 

Horse-1 

560 

30 

500 

PROTON-K7P2Body 

10 

PR0TON-3Wheels 

20 

T53 Assault Rifle 

-40 

T53 Assault Rifle 

-45 

T50 Grenade 

42 

T54 30mm Chain Gun 

-36 

RankC/Night 

Enemy - 07 

Murashko 

Nevsky 

Fish-1 

560 

20 

600 

KHT-0.279 Body 

12 

KHT-2Wheels 

-3 

APG65 "Perun" 

48 

PPk51 "Kirsanoff" 

26 

AGK54 "Veles" 

-26 

...... 


RankC/Night 

Enemy - 08 

Kent 

Cohn 

Bear-1 

560 

25 

600 

KHT-0.279 Body 

1 

KHT-Road Roller 

-2 

APG65 "Perun" 

33 

KUV66 "Rousalka" 

19 

AGK70 "Dogoda" 

-2 

AGK54 "Veles" 

-11 

RankC/Night 

Enemy - 09 

Vadim 

Andrews 

Dolphin 

560 

30 

600 

KHT-0.279 Body 

-34 

KHT-2Wheels 

23 

PRK69-2 "Polevik" 

22 

PRK69-2 "Polevik" 

3 

PRK57-1 "Ovinnik" 

-14 

KB67 "Krukis" 

-23 

Rank C / Night 

Enemy -10 

Hanns 

Olaf 

Rabbit-2 

600 

20 

600 

ZWERG-EV.3 Body 

3 

ZWERG-2Legs 

8 

Maschinengewehrl 3 

30 

Maschinenpistolel 7 

14 

Eins LFK System2 

5 

Eins LFK System2 

25 

RankC/Night 

Enemy -11 

Garga 

Dietze 

Bear-3 

600 

20 

600 

ZWERG-EV.3 Body 

-8 

ZWERG-2Wheels 

11 

Maschinengewehrl 3 

-19 

Maschinenpistolel 7 

-20 

Eins LFK System2 

-12 

...... 


RankC/Night 

Enemy -12 

Ge-John 

Lanner 

Bird-7 

1340 

25 

700 

ZWERG-EV.3 Body 

20 

ZWERG-4Wheels 

10 

Maschinengewehrl 3 

-13 

Maschinenpistolel 7 

-11 

Zwerg K-Panzerung 

-13 

. 


RankC/Night 

Enemy -13 

Grete 

Berger 

Dog-4 

3330 

30 

700 

ZWERG-EV.3 Body 

-10 

ZWERG-2Wheels 

43 

SVabwehr Konone5 

-14 

Maschinengewehrl 3 

-20 

EMP Granalwerfer 

-10 

Zwei LFK System5 

-20 



















































































HONG KONG 

Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank D / Day 

Area Ranker 

Mei-Mei 

Pei-Ling 

Dog-4 

3150 

30 

1000 

PR0T0N-K7P2 Body 

-15 

PR0T0N-4Legs 

0 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

48 

T50 Grenade 

-13 

T68 E.M.P. Grenade 

-43 

Rank D/Day 

Enemy - 00 

Keiko 

VT-D5284 

Lizard-2 

240 

10 

400 

CARRO-H8/6 Body 

-30 

CARR0-2Wheels 

80 

PA20 "Camerata" 

-23 

LM10 "Sagittario" 

0 

EB32 "Nautilo" 

0 

...... 


Rank D / Day 

Enemy - 01 

Bi-Wu 

VT-B6223 

Ape-2 

240 

10 

400 

ZWERG-EV.3 Body 

-39 

ZWERG-2Legs 

47 

Maschinengewehrl 3 

0 

SVabwehr Kanone5 

0 

...... 


...... 


Rank D / Day 

Enemy - 02 

Young-Ae 

VT-M3783 

Bear-1 

290 

10 

400 

PR0T0N-K7P2 Body 

-23 

PR0T0N-6Legs 

-20 

T53 Assault Rifle 

-34 

T53 Assault Rifle 

-34 

T57ASV Missile 

0 

T54 30mm Chain Gun 

-34 

Rank D / Day 

Enemy - 03 

Noboru 

VT-C4381 

Bird-5 

290 

10 

400 

HARTMAN-IP1 Body 

-54 

HARTMAN-4Wheels 

66 

M-7SRAM Launcher 

0 

SV Drill "Sapper" 

22 

M-2 SRAM Launcher 

0 

MC Composite Armor 

-66 

Rank D / Day 

Enemy - 04 

Lai-Chan 

VT-B2462 

Dog-5 

320 

20 

400 

ZWERG-EV.3 Body 

-52 

ZWERG-4Legs 

19 

Maschinenpistolel 7 

-9 

Maschinenpistolel 7 

-30 

Eins LFK System2 

-23 

Eins LFK System2 

-43 

Rank D / Day 

Enemy - 05 

Jin-Ho 

VT-D3728 

Horse-1 

320 

20 

400 

KHT-0.279 Body 

-35 

KHT-4Legs 

41 

KUV66 "Rousalka" 

-15 

APG65 "Perun" 

-26 



KPb62 "Borisovich" 

-25 

Rank D / Day 

Enemy - 06 

Naoyuki 

Baker 

Ape-1 

320 

15 

400 

PROTON-K7P2 Body 

-34 

PR0T0N-3Wheels 

91 

T64 Sawed-off Gun 

-8 

T53 Assault Rifle 

-11 

_... 


T57ASV Missile 

-24 

Rank D / Day 

Enemy - 07 

Chi-Hung 

Cho-Cho 

Cat-5 

320 

20 

500 

PROTON-K7P2 Body 

-23 

PR0T0N-6Legs 

-20 

T53 Assault Rifle 

-34 

T53 Assault Rifle 

-34 

T57ASV Missile 

0 

T54 30mm Chain Gun 

-34 

Rank D/Day 

Enemy - 08 

Chan-Ho 

Lei-Yu 

Bird-7 

320 

10 

500 

KHT-0.279 Body 

-40 

KHT-Single Bailer 

45 

CP42 "Gobalevsky" 

-7 

PPk51 "Kirsanoff" 

-7 



KPb62 "Borisovich" 

-4 

Rank D / Day 

Enemy - 09 

Huang-Fu 

Tai-Yan 

Turtle 

320 

10 

500 

HARTMAN-IP1 Body 

-40 

HARTMAN-6Wheels 

50 

M-7 SRAM Launcher 

-10 

M-2019 Commercial 

-4 

M2A5 "Chip Killer" 

-1 

M-l8 Heavy M.Gun 

-8 

Rank D / Day 

Enemy -10 

Kwok-Wai 

Xia-Tian 

Cat-3 

350 

15 

500 

HARTMAN-IP1 Body 

-40 

HARTMAN-4Legs 

60 

M-32 Assault Rifle 

-1 

M-32 Assault Rifle 

-2 

M-l8 Heavy M.Gun 

-4 

M-2 SRAM Launcher 

-6 

Rank D / Day 

Enemy -11 

Lai-Lai 

Ti-Keung 

Bear-1 

350 

10 

500 

ZWERG-EV.3 Body 

-55 

ZWERG-Road Roller 

48 

SVabwehr Kanone5 

19 

Maschinengewehrl 3 

-23 

...... 


Eins LFK System2 

0 

Rank D / Day 

Enemy -12 

Bo-Bo 

Jin-Yu 

Dog-2 

840 

10 

600 

CARRO-H8/6 Body 

-14 

CARR0-4Legs 

0 

LM10 "Sagiitario" 

-18 

LC15 "Tifone" 

-10 

----- 


MC41 "Vesuvio" 

-11 

Rank D / Day 

Enemy -13 

Yim-Yim 

Wan-chi 

Dog-1 

1440 

20 

600 

KHT-0.279 Body 

-18 

KHT-Road Roller 

0 

KPk54 "Kuznetsov" 

-2 

PPk51 "Kirsanoff" 

-3 

AGK54 "Veles" 

-11 

KPb62 "Borisovich" 

-7 


Rank D / Night 

Area Ranker 

Siu-Wong 

Lao-Tao 

Shark 

3150 

35 

1000 

ZWERG-EV.3 Body 

-25 

ZWERG-4Wheels 

0 

Schmelzen Faust 

23 

Maschinengewehrl 3 

-50 

Eins LFK System2 

-20 

...... 


Rank D / Night 

Enemy - 00 

Liu-Ying 

VT-C6264 

Fish-2 

240 

10 

400 

KHT-0.279 Body 

-4Z 

KHT-Road Roller 

64 

CP42 "Gobalevsky" 

-24 

KUV66 "Rousalka" 

-8 

...... 

- 

...... 


Rank D / Night 

Enemy - 01 

Bi-Wu 

VT-B6223 

Tiger 

240 

10 

400 

ZWERG-EV.3 Body 

-39 

ZWERG-2Legs 

47 

Maschinengewehrl 3 

0 

SVabwehr Kanone5 

0 

...... 

- 

...... 


Rank D / Night 

Enemy - 02 

Jung-Ji 

VT-D5875 

Bird-3 

290 

10 

400 

CARR0-H8/6 Body 

-40 

CARR0-4Wheels 

50 

FL30 "Cacciatore" 

-8 

FA12 "Favilla" 

-8 

...... 


MC41 "Vesuvio" 

-5 

Rank D / Night 

Enemy - 03 

Yo-ko 

VT-R4288 

Cat-3 

290 

10 

400 

KHT-0.279 Body 

-20 

KHT-Road Roller 

-1 

APG65 "Perun" 

-12 

CP42 "Gobalevsky" 

-10 

...... 

- 

...... 


Rank D / Night 

Enemy - 04 

Lai-Chan 

VT-B2462 

Turtle 

320 

20 

400 

ZWERG-EV.3 Body 

-52 

ZWERG-4Legs 

19 

Maschinenpistolel 

-9 

Maschinenpistolel 7 

-30 

Eins LFK System2 

-23 

Eins LFK System2 

-43 

Rank D / Night 

Enemy - 05 

U-Cheon 

VT-H3627 

Rat-2 

320 

15 

400 

KHT-0.279 Body 

-49 

KHT-Road Roller 

44 

APG65 "Perun" 

0 

CP42 "Gobalevsky" 

-30 

...... 


AGK70 "Dogoda" 

0 

Rank D / Night 

Enemy - 06 

Su-Yeon 

Million 

Ape-1 

320 

15 

400 

HARTMAN-IP1 Body 

-39 

HARTMAN-2Wheels 

47 

M-32 Assault Rifle 

-28 

M-7 SRAM Launcher 

-13 

M-2 SRAM Launcher 

-19 

M2A5 "Chip Killer" 

0 

Rank D / Night 

Enemy - 07 

Chi-Man 

Makka 

Bird-7 

320 

15 

500 

PROTON-K7P2Body 

-39 

PR0T0N-4Legs 

49 

T53 Assault Rifle 

-35 

T48 Machine Pistol 

-3 

...... 


. 


Rank D / Night 

Enemy - 08 

Toshiro 

Cary 

Dog-2 

320 

10 

500 

CARR0-H8/6 Body 

-40 

CARR0-4Wheels 

50 

AMI 7 "Bastoncino" 

-9 

FL30 "Cacciatore" 

-9 

LG28 "Fionda" 

-2 

MC41 "Vesuvio" 

-10 

Rank D / Night 

Enemy - 09 

Murata 

Bonsai 

Rabbit-2 

320 

15 

500 

PROTON-K7P2 Body 

-40 

PR0TON-6Legs 

44 

T62 Samurai Steel 

-12 

T48 Machine Pistol 

-8 

T54 30mm Chain Gun 

-88 

PT Hybrid Armor 

-12 

Rank D / Night 

Enemy -10 

Kenner 

Minako 

Dog-4 

350 

20 

500 

HARTMAN-IP1 Body 

-39 

HARTMAN-2Wheels 

47 

SV Drill "Sapper" 

-8 

M-32 Assault Rifle 

-13 

M-2 SRAM Launcher 

-19 

M2A5 "Chip Killer" 

0 

Rank D / Night 

Enemy -11 

Wu-Chi 

Fist 

Tiger 

350 

15 

500 

ZWERG-EV.3 Body 

-18 

ZWERG-2Wheels 

10 

Schmelzen Faust 

20 

-1 

0 

...... 

- 

...... 


Rank D / Night 

Enemy -12 

Nitani 

Mura-Sin 

Bird-5 

840 

15 

600 

PROTON-K7P2Body 

13 

PROTON-HoverJet 

78 

T62 Samurai Steel 

23 

-1 

0 

...... 


. 


Rank D / Night 

Enemy -13 

U-Wang 

Shiao-Yu 

Cat-1 

1440 

20 

600 

CARR0-H8/6 Body 

34 

CARR0-4Wheels 

24 

AMI 7 "Bastoncino" 

35 

-1 

0 

...... 


. 

















































































HONG KONG 

Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free / Day 

Enemy - 00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PROTON-K7P2 Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 



Rank Free / Day 

Enemy - 01 

Chi-Hung 

Cho-Cho 

Cat-5 

320 

20 

500 

PR0T0N-K7P2 Body 

-23 

PR0T0N-6Legs 

-20 

T53 Assault Rifle 

-34 

T53 Assault Rifle 

-34 

T57ASV Missile 

0 

T54 30mm Chain Gun 

-34 

Rank Free / Day 

Enemy - 02 

Wong 

Wai-Wai 

Rabbit-1 

320 

15 

500 

HARTMAN-IP1 Body 

-57 

HARTMAN-4Wheels 

45 

SV Drill "Sapper" 

-32 

M-7 SRAM Launcher 

-15 

MC Composite Armor 

-13 

M-191 Grenade 

0 

Rank Free / Day 

Enemy - 03 

Keiko 

VT-05284 

Lizard-2 

240 

10 

400 

CARRO-H8/6 Body 

-30 

CARR0-2Wheels 

80 

PA20 "Camerata" 

-23 

LM10 "Sagittario" 

0 

EB32 "Nautilo" 

0 



Rank Free / Day 

Enemy - 04 

Bi-Wu 

VT-B6223 

Ape-2 

240 

10 

400 

ZWERG-EV.3 Body 

-39 

ZWERG-2Legs 

47 

Maschinengewehrl 3 

0 

SVabwehr Kanone5 

0 

...... 




Rank Free / Day 

Enemy - 05 

Shao-bai 

Hu-wei 

Horse-1 

560 

30 

500 

PR0T0N-K7P2 Body 

10 

PR0T0N-3Wheels 

20 

T53 Assault Rifle 

-40 

T53 Assault Rifle 

-45 

T50 Grenade 

42 

T54 30mm Chain Gun 

-36 

Rank Free / Day 

Enemy - 06 

Ronald 

Ao-Mei 

Dog-2 

560 

30 

500 

KHT-0.279 Body 

-10 

KHT-2Wheels 

22 

SV68 "Nikolayev" 

-11 

KUV66 "Rousalka" 

-14 

PRK57-1 "Ovinnik" 

-13 

AGK54 "Veles" 

-13 

Rank Free / Day 

Enemy - 07 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free / Day 

Enemy - 08 

Kenichi 

Yumi 

Dog-3 

900 

35 

900 

KHT-0.2Z9 Body 

-10 

KHT-Rood Roller 

-26 

APG65 "Perun" 

46 

APG65 "Perun" 

66 

KB67 "Krukis" 

-19 

EB71 "Sicksa" 

23 

Rank Free / Day 

Enemy - 09 

Ho-Pin 

Mi-So 

Giraffe 

3420 

35 

1000 

CARRO-H8/6 Body 

-1 

CARR0-2Wheels 

57 

AM17 "Bastoncino" 

-2 

FA12 "Favilla" 

-28 

LM15 "Rondine-3" 

-31 

MC41 "Vesuvio" 

43 

Rank Free / Day 

Enemy -10 

Wing-Lok 

Yu-Lin 

Sheep-2 

6090 

45 

1000 

HARTMAN-IP1 Body 

2 

HARTMAN-4Wheels 

3 

M-32 Assault Rifle 

34 

SV Drill "Sapper" 

23 

...... 


M-191 Grenade 

-42 

Rank Free / Day 

Enemy -11 

Iwashika 

Brin 

Lizard-3 

900 

30 

800 

HARTMAN-IP1 Body 

-15 

HARTMAN-4Wheels 

71 

M-7 SRAM Launcher 

-15 

M-2019 Commercial 

0 

M2A5 "Chip Killer" 

31 

M-191 Grenade 

10 

Rank Free / Day 

Enemy -12 

Kouji 

Sachi 

Dog-5 

1620 

40 

1000 

ZWERG-EV.3 Body 

-1 

ZWERG-Road Roller 

14 

Maschinenpistolel 7 

-25 

Maschinenpistolel 7 

-44 

Maschinengewehr9 

11 

Eins LFK System2 

-8 

Rank Free / Day 

Enemy -13 

George 

Cecily 

Bird-5 

1620 

45 

1100 

KHT-0.279 Body 

7 

KHT-Rood Roller 

-46 

SV68 "Nikolayev" 

37 

SV68 "Nikolayev" 

-34 

PRK57-1 "Ovinnik" 

-8 

AGK70 "Dogoda" 

16 

Rank Free / Day 

Enemy -14 

Mei-Mei 

Pei-Ling 

Dog-4 

3150 

30 

1000 

PROTON-K7P2 Body 

-15 

PR0T0N-4Legs 

0 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

48 

T50 Grenade 

-13 

T68 E.M.P. Grenade 

-43 

Rank Free / Day 

Enemy -15 

Siu-Wong 

Lao-Tao 

Shark 

3150 

35 

1000 

ZWERG-EV.3 Body 

-25 

ZWERG-4Wheels 

0 

Schmelzen Faust 

23 

Maschinengewehrl 3 

-50 

Eins LFK System2 

-20 



Rank Free / Day 

Enemy -16 

Chia 

Zona 

Rabbit-2 

6000 

40 

1100 

CARRO-H8/6 Body 

-15 

CARR0-2Legs 

-8 

CG25 “Diavolo" 

-21 

CG25 "Diavolo" 

-15 

SM26 "Temporale" 

-15 

EB32 "Nautilo" 

6 

Rank Free / Day 

Enemy -17 

Love 

Mercury 

Dog-5 

6000 

40 

1100 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

2 

Schmelzen Faust 

48 

Maschinengewehrl 3 

-29 

Granatwerfer8/1 

-50 

RaketenwerferlO 

-24 

Rank Free / Day 

Enemy -18 

Smith 

Yarol 

Lizard-3 

8810 

55 

1400 

PROT0N-K7P2 Body 

25 

PROTON-6Legs 

5 

T62 Samurai Steel 

75 

T53 Assault Rifle 

-64 

T57ASV Missile 

16 

T66 Anti-SV Rocket 

13 

Rank Free / Day 

Enemy -19 

Number42 

Doctor 

Tiger 

8810 

50 

1400 

KHT-0.279 Body 

0 

KHT-4Wheels 

24 

SV68 "Nikolayev" 

8 

KUV66 "Rousalka" 

-50 

PRK69-4 "Leshy" 

-41 

KPb62 "Borisovich" 

-27 

Rank Free / Day 

Enemy - 20 

Lema 

Krakow 

Lion-1 

12050 

60 

1600 

KHT-0.279 Body 

15 

KHT-2Wheels 

21 

KUV66 "Rousalka" 

25 

PPk51 "Kirsanoff" 

-45 

KB67 "Krukis" 

-22 

PRK69-4 "Leshy" 

12 

Rank Free / Day 

Enemy - 21 

Natsuro 

Poo 

Rat-1 

12050 

60 

1600 

ARDIT0-H8M Body 

-25 

ARDIT0-2Legs 

0 

EL32 "Fragore" 

-50 

CG30 "Vampiro" 

-50 

MC42 "Stromboli" 

-50 

SM27 "Uragano" 

-50 

















































HONG KONG 

Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

<xl0) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free/Night 

Enemy 

00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PROTON-K7P2 Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 



Rank Free/Night 

Enemy 

01 

Chi-Hung 

Cho-Cho 

Cat-5 

320 

20 

500 

PROTON-K7P2 Body 

-23 

PR0T0N-6Legs 

-20 

T53 Assault Ride 

-34 

T53 Assault Rifle 

-34 

T57ASV Missile 

0 

T54 30mm Chain Gun 

-34 

Rank Free/Night 

Enemy 

02 

Liu-Ying 

VT-C6264 

Fish-2 

240 

10 

400 

KHT-0.279 Body 

-47 

KHT-Road Roller 

64 

CP42 "Gobalevsky" 

-24 

KUV66 "Rousalka" 

-8 

...... 


. 


Rank Free/Night 

Enemy 

03 

Bi-Wu 

VT-B6223 

Tiger 

240 

10 

400 

ZWERG-EV.3 Body 

-39 

ZWERG-2Legs 

47 

Maschinengewehrl 3 

0 

SVabwehr Kanone5 

0 





Rank Free/Night 

Enemy 

04 

Kenner 

Minako 

Dog-4 

350 

20 

500 

HARTMAN-IP1 Body 

-39 

HARTMAN-2Wheels 

47 

SV Drill "Sapper" 

-8 

M-32 Assault Rifle 

-13 

M-2 SRAM Launcher 

-19 

M2A5 "Chip Killer" 

0 

Rank Free/Night 

Enemy 

05 

Wing-Lok 

Yu-Lin 

Sheep-2 

6090 

45 

1000 

HARTMAN-IP1 Body 

2 

HARTMAN-4Wheels 

3 

M-32 Assault Rifle 

34 

SV Drill "Sapper" 

23 

----- 


M-191 Grenade 

-42 

Rank Free/Night 

Enemy 

06 

Ronald 

Ao-Mei 

Dog-2 

560 

30 

500 

KHT-0.279 Body 

-10 

KHT-2Wheels 

22 

SV68 "Nikolayev" 

-11 

KUV66 "Rousalka" 

-14 

PRK57-1 "Ovinnik" 

-13 

AGK54 "Veles" 

-13 

Rank Free /Night 

Enemy 

07 

Shao-bai 

Hu-wei 

Horse-1 

560 

30 

500 

PROTON-K7P2 Body 

10 

PR0T0N-3Wheels 

20 

T53 Assault Ride 

-40 

T53 Assault Rifle 

-45 

T50 Grenade 

42 

T54 30mm Chain Gun 

-36 

Rank Free/Night 

Enemy 

08 

Vadim 

Andrews 

Dolphin 

560 

30 

600 

KHT-0.279 Body 

-34 

KHT-2Wheels 

23 

PRK69-2 "Polevik" 

22 

PRK69-2 "Polevik" 

3 

PRK57-1 "Ovinnik" 

-14 

KB67 "Krukis" 

-23 

Rank Free /Night 

Enemy 

09 

Kouji 

Sachi 

Dog-5 

1620 

40 

1000 

ZWERG-EV.3 Body 

-1 

ZWERG-Road Roller 

14 

Maschinenpistolel 7 

-25 

Maschinenpistolel 7 

-44 

Maschinengewehr9 

11 

Eins LFK System2 

-8 

Rank Free/Night 

Enemy 

10 

Iwashika 

Brin 

Lizard-3 

900 

30 

800 

HARTMAN-IP1 Body 

-15 

HARTMAN-4Wheels 

71 

M-7 SRAM Launcher 

-15 

M-2019 Commercial 

0 

M2A5 "Chip Killer" 

31 

M-191 Grenade 

10 

Rank Free/Night 

Enemy 

11 

Kenichi 

Yumi 

Dog-3 

900 

35 

900 

KHT-0.279 Body 

-10 

KHT-Road Roller 

-26 

APG65 "Perun" 

46 

APG65 "Perun" 

66 

KB67 "Krukis" 

-19 

EB71 "Sicksa" 

23 

Rank Free/Night 

Enemy 

12 

George 

Cecily 

Bird-5 

1620 

45 

1100 

KHT-0.279 Body 

7 

KHT-Road Roller 

-46 

SV68 "Nikolayev" 

37 

SV68 "Nikolayev" 

-34 

PRK57-1 "Ovinnik" 

-8 

AGK70 "Dogoda" 

16 

Rank Free/Night 

Enemy 

13 

Tao-Gu 

Ma-Fu 

Fish-1 

1620 

50 

1100 

CARRO-H8/6 Body 

6 

CARR0-4Legs 

-20 

LC15 "Tifone" 

23 

LM10 "Sagittario" 

31 

LG28 "Fionda" 

-49 

LG28 "Fionda" 

39 

Rank Free/Night 

Enemy 

14 

Mei-Mei 

Pei-Ling 

Dog-4 

3150 

30 

1000 

PROTON-K7P2 Body 

-15 

PR0T0N-4Legs 

0 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

48 

T50 Grenade 

-13 

T68 E.M.P. Grenade 

-43 

Rank Free /Night 

Enemy 

15 

Siu-Wong 

Lao-Tao 

Shark 

3150 

35 

1000 

ZWERG-EV.3 Body 

-25 

ZWERG-4Wheels 

0 

Schmelzen Faust 

23 

Maschinengewehrl 3 

-50 

Eins LFK System2 

-20 

...... 


Rank Free/Night 

Enemy 

16 

Chia 

Zona 

Rabbit-2 

6000 

40 

1100 

CARRO-H8/6 Body 

-15 

CARRO-2Legs 

-8 

CG25 "Diavolo" 

-21 

CG25 "Diavolo" 

-15 

SM26 "Temporale" 

-15 

EB32 "Nautilo" 

6 

Rank Free /Night 

Enemy 

17 

Love 

Mercury 

Dog-5 

6000 

40 

1100 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

2 

Schmelzen Faust 

48 

Maschinengewehrl 3 

-29 

Granatwerfer8/1 

-50 

RaketenwerferlO 

-24 

Rank Free /Night 

Enemy 

18 

Smith 

Yarol 

Lizard-3 

8810 

55 

1400 

PROTON-K7P2 Body 

25 

PR0T0N-6Legs 

5 

T62 Samurai Steel 

75 

T53 Assault Rifle 

-64 

T57ASV Missile 

16 

T66 Anti-SV Rocket 

13 

Rank Free/Night 

Enemy 

19 

Number42 

Doctor 

Tiger 

8810 

50 

1400 

KHT-0.279 Body 

0 

KHT-4Wheels 

24 

SV68 "Nikolayev" 

8 

KUV66 "Rousalka" 

-50 

PRK69-4 "Leshy" 

-41 

KPb62 "Borisovich" 

-27 

Rank Free/Night 

Enemy 

20 

Lema 

Krakow 

Lion-1 

12050 

60 

1600 

KHT-0.279 Body 

15 

KHT-2Wheels 

21 

KUV66 "Rousalka" 

25 

PPk51 "Kirsanoff" 

-45 

KB67 "Krukis" 

-22 

PRK69-4 "Leshy" 

12 

Rank Free/Night 

Enemy 

21 

Natsuro 

Poo 

Rat-1 

12050 

60 

1600 

ARDIT0-H8M Body 

-25 

ARDIT0-2Legs 

0 

EL32 "Fragore" 

-50 

CG30 "Vampiro" 

-50 

MC42 "Stromboli" 

-50 

SM27 "Uragano" 

-50 
















































LAS VEGAS 


1 Rank /Day: 
1 Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. ? Dse 
Exp. 

Body Lv. 

Leg 

Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. I 

|Rank S 

| Regional Ranker 

| David 

| Miles 

| Special-Las Vegas 

|18000 | 

70 12400 

| ARDITO-H8M Body | 0 

| ARDIT0-2Legs 

1 0 IFL32 "Fragore" | -25 | CG30 "Vampiro" | -25 | MC42 "Stromboli" | -25 | SM27 "Uragano" | -25 | 


Rank A/Day 

Area Ranker 

Ludwig 

Von 

Bird-2 

12050 

60 

1600 

CARR0-H8/6 Body 

10 

CARR0-2Legs 

35 

LA52 "Giavellolto" 

1 

FA12 "Favilla" 

-82 

LA16 "Brillamento" 

18 

EB32 "Nautilo" 

-80 

Rank A/Day 

Enemy - 00 

Athena 

Jameson 

Cat-5 

1320 

40 

1000 

PR0T0N-K7P2Body 

12 

PROTON-HoverJet 

45 

T67 Grenade M.Gun 

-12 

T53 Assault Rifle 

-50 

...... 

- 

T68 E.M.P. Grenade 

0 

Rank A /Day 

Enemy - 01 

Koslo 

Conway 

Rat-2 

1320 

40 

1000 

KHT-0.279 Body 

12 

KHT-2Legs 

0 

CP42 "Gobalevsky" 

12 

SV68 "Nikolayev" 

-54 

PRK69-4 "Leshy" 

-8 

KPb62 "Borisovich" 

-7 

Rank A/Day 

Enemy - 02 

Achilles 

Matsu 

Ape-3 

1320 

45 

1000 

PR0T0N-K7P2Body 

12 

PR0T0N-2Legs 

21 

T67 Grenade M.Gun 

-4 

T53 Assault Rifle 

-12 

T57ASV Missile 

-14 

T64 Laser Cannon 

-21 

Rank A/Day 

Enemy - 03 

Backdrop 

Obey 

Cat-2 

1320 

40 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-2Wheels 

26 

SVabwehr Kanone5 

-16 

Schmelzen Faust 

-14 

...... 

- 

EMP Granatwerfer 

-17 

Rank A /Day 

Enemy - 04 

Keith 

Gilbert 

Ape-1 

1620 

40 

1000 

ZWERG-EV.3 Body 

19 

ZWERG-4Legs 

46 

Schmelzen Faust 

-28 

Jagdgewehr6 

28 

Zwei LFK System5 

-49 

Zwerg K-Panzerung 

0 

Rank A/Day 

Enemy - 05 

Piper 

Holly 

Dog-4 

1620 

50 

1000 

KHT-0.279 Body 

7 

KHT-4Legs 

0 

KUV66 "Rousolka" 

-43 

SV68 "Nikolayev" 

40 

PRK57-1 "Ovinnik" 

-30 

...... 

- 

Rank A/Day 

Enemy - 06 

Nathan 

Dorby 

Cat-1 

1620 

40 

1000 

HARTMAN-IP1 Body 

15 

HARTMAN-6Wheels 

-5 

M-32 Assault Rifle 

-13 

SV Drill "Sapper" 

5 

...... 

- 

M-2 SRAM Launcher 

-24 

Rank A /Day 

Enemy - 07 

Finel 

Samuel 

Sheep-1 

1620 

40 

1100 

HARTMAN-IP1 Body 

-17 

HARTMAN-2Wheels 

91 

M-7 SRAM Launcher 

45 

M-32 Assault Rifle 

-6 

M-191 Grenade 

15 

M2A5 "Chip Killer" 

-6 

Rank A/Day 

Enemy - 08 

Zhang-Fu 

Xiong 

Bear-3 

1620 

40 

1100 

HARTMAN-IP1 Body 

0 

HARTMAN-Crawler 

-60 

M-32 Assault Rifle 

-22 

M-32 Assault Rifle 

-34 

M-18 Heavy M.Gun 

-48 

M-191 Grenade 

-37 

Rank A /Day 

Enemy - 09 

Cyndi 

Quest 

Lizard-3 

1620 

45 

1100 

HARTMAN-IP1 Body 

-18 

HARTMAN-2Wheels 

99 

M-32 Assault Rifle 

-48 

M-32 Assault Rifle 

29 

M-191 Grenade 

-41 

M-191 Grenade 

5 

Rank A /Day 

Enemy -10 

Martini 

Umber 

Horse-1 

2110 

40 

1100 

CARR0-H8/6 Body 

40 

CARR0-2Legs 

-3 

FA12 "Favilla" 

-29 

FA12 "Favilla" 

-8 

...... 




Rank A/Day 

Enemy -11 

Bruno 

Faggio 

Bird-1 

2110 

40 

1100 

CARR0-H8/6 Body 

-3 

CARR0-4Wheels 

79 

CG25 "Diavolo" 

-51 

CG25 "Diavolo" 

-5 

MC41 "Vesuvio" 

13 

SM26 "Temporale" 

34 

Rank A /Day 

Enemy -12 

Lavinia 

Dix 

Dog-1 

5940 

45 

1200 

CARR0-H8/6 Body 

9 

CARR0-6Legs 

-18 

LM10 "Sagittario" 

-8 

AM17 "Bastoncino" 

-34 

CA22 "Grondine" 

-46 

LM15 "Rondine-3" 

-44 

Rank A/Day 

Enemy -13 

Gaston 

Avis 

Rabbit-2 

8910 

50 

1200 

CARR0-H8/6 Body 

-16 

CARR0-2Wheels 

86 

PA20 "Camerala" 

15 

AMI 7 "Bastoncino" 

-10 

LAI 6 "Brillamento" 

30 

MC41 "Vesuvio" 

-6 


Rank A/Night 

Area Ranker 

Harold 

Tiore 

Dog-4 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-4Wheels 

20 

M30A6 "Hedgehog" 

-30 

SV Drill "Sapper" 

50 

M-9ASV TP-Missile 

-25 

M-191 Grenade 

0 

Rank A /Night 

Enemy - 00 

Joker2 

D-Zero 

Rabbit-2 

1320 

50 

1000 

ZWERG-EV.3 Body 

50 

ZWERG-Road Roller 

-23 

Maschinengewehrl 3 

-19 

Raketenkanone6/l 

-50 

RaketenwerferlO 

54 

Zwei LFK Syslem5 

-26 

Rank A /Night 

Enemy - 01 

Jokerl 

S-Zero 

Dog-3 

1320 

55 

1000 

KHT-0.279 Body 

50 

KHT-4Legs 

1 

PPc71 "Cherenkov" 

12 

APG65 "Perun" 

-44 

PRK69-4 "Leshy" 

22 

KUV64 "Tunguska" 

-10 

Rank A/Night 

Enemy - 02 

Iryna 

Kedy 

Sheep-2 

1320 

38 

1000 

ZWERG-EV.3 Body 

-30 

ZWERG-4Legs 

5 

Maschinengewehrl 3 

-19 

Schmelzen Faust 

-16 

EMP Granatwerfer 

-10 

Eins LFK System2 

-12 

Rank A /Night 

Enemy - 03 

Poling 

Lanie 

Lizard-3 

1320 

38 

1000 

KHT-0.279 Body 

-20 

KHT-Single Bailer 

89 

KUV66 "Rousolka" 

12 

APG65 "Perun" 

-44 

KPb62 "Borisovich" 

22 

EB71 "Sicksa" 

-10 

Rank A/Night 

Enemy - 04 

Knox 

Wilmo 

Rabbit-1 

1620 

38 

1000 

PROTON-K7P2Body 

12 

PR0T0N-2Legs 

41 

T67 Grenade M.Gun 

-40 

T53 Assault Rifle 

25 

T70 DL-ASV Missile 

23 

T70 DL-ASV Missile 

33 

Rank A/Night 

Enemy - 05 

So-Jeong 

Yoon 

Sheep-1 

1620 

40 

1000 

PROTON-K7P2Body 

-10 

PR0T0N-4Legs 

42 

T53 Assault Rifle 

30 

T53 Assault Rifle 

41 

T50 Grenode 

-30 

T54 30mm Chain Gun 

-50 

Rank A /Night 

Enemy - 06 

Becky 

Otello 

Dolphin 

1620 

40 

1000 

KHT-0.279 Body 

17 

KHT-4Wheels 

51 

PRK69-2 "Polevik" 

-14 

CP42 "Gobalevsky" 

32 

AGK70 "Dogoda" 

-24 

KPb62 "Borisovich" 

3 

Rank A/Night 

Enemy - 07 

Craig 

Quik 

Cat-5 

1620 

38 

1100 

CARRO-H8/6 Body 

24 

CARR0-6Wheels 

-8 

FA12 "Favilla" 

-33 

LM10 "Sagittario" 

-22 

LG28 "Fionda" 

-25 

MC41 "Vesuvio" 

-3 

Rank A/Night 

Enemy - 08 

Giada 

Tonio 

Rat-1 

1620 

40 

1100 

CARR0-H8/6 Body 

38 

CARR0-6Wheels 

0 

FA12 "Favilla" 

47 

FL30 "Cacciotore" 

-22 

...... 

- 



Rank A /Night 

Enemy - 09 

Bruno 

Faggio 

Lion-2 

1620 

40 

1100 

CARR0-H8/6 Body 

-3 

CARR0-4Wheels 

79 

CG25 "Diavolo" 

-51 

CG25 "Diavolo" 

-5 

MC41 "Vesuvio" 

13 

SM26 "Temporale" 

34 

Rank A/Night 

Enemy -10 

Goston 

Avis 

Bear-2 

2110 

50 

1100 

CARR0-H8/6 Body 

-16 

CARR0-2Wheels 

86 

PA20 "Camerala" 

15 

AMI 7 "Bastoncino" 

-10 

LAI 6 "Brillamento" 

30 

MC41 "Vesuvio" 

-6 

Rank A /Night 

Enemy -11 

Yayoi 

Astro 

Horse-2 

2110 

40 

1100 

HARTMAN-IP1 Body 

-22 

HARTMAN-Crawler 

1 

M-32 Assault Rifle 

-20 

M-7 SRAM Launcher 

-17 

M-191 Grenade 

-16 

M-191 Grenade 

-12 

Rank A /Night 

Enemy -12 

Reggie 

Chop 

Rabbit-1 

5940 

40 

1200 

HARTMAN-IP1 Body 

45 

HARTMAN-6Wheels 

76 

M-7 SRAM Launcher 

20 

M-7 SRAM Launcher 

-20 

M-191 Grenade 

-56 

M-18 Heavy M.Gun 

-13 

Rank A/Night 

Enemy -13 

Cyndi 

Quest 

Cat-1 

8910 

45 

1200 

HARTMAN-IP1 Body 

-18 

HARTMAN-2Wheels 

99 

M-32 Assault Rifle 

-48 

M-32 Assault Rifle 

29 

M-191 Grenade 

-41 

M-191 Grenade 

5 














































































LAS VEGAS 

Rank/Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank B / Day 

Area Ranker 

Ellen 

Crowe 

Horse-1 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-4Legs 

-4 

M217 Chain Gun 

45 

M-2019 Commercial 

-24 

M-l 8 Heavy M.Gun 

-30 

M-l 8 Heavy M.Gun 

19 

Rank B / Day 

Enemy • 00 

Wilfred 

Patton 

Lizard-1 

200 

30 

800 

HARTMAN-IP1 Body 

-11 

HARTMAN-Crawler 

5 

M-32 Assault Rifle 

-12 

M-32 Assault Rifle 

-20 

M-191 Grenade 

-16 

. 


Rank B / Day 

Enemy • 01 

Karl 

Caper 

Horse-2 

680 

30 

800 

PR0T0N-K7P2 Body 

-15 

PR0T0N-2Legs 

88 

T67 Grenade M.Gun 

0 

T53 Assault Rifle 

-27 

T54 30mm Chain Gun 

0 

T54 30mm Chain Gun 

-31 

Rank B / Day 

Enemy • 02 

Nolan 

Dasdy 

Cat-1 

790 

35 

800 

KHT-0.279 Body 

-9 

KHT-2Legs 

1 

APG65 "Rerun" 

-14 

APG65 "Perun" 

-59 

KB67 "Krukis" 

-10 

PRK57-1 "Ovinnik" 

-14 

Rank B / Day 

Enemy • 03 

Tab-1 

Pam-E 

Bird-2 

790 

30 

800 

CARR0-H8/6 Body 

0 

CARR0-6Legs 

-2 

FA12 "Favilla" 

-14 

LC15 "Tifone" 

-18 



. 


Rank B / Day 

Enemy • 04 

Bessie 

WiseGuy 

Ape-1 

900 

30 

800 

CARRO-H8/6 Body 

-12 

CARR0-4Wheels 

25 

AM17 "Bostoncino" 

-20 

AMI 7 "Bostoncino" 

-13 



LG28 "Fionda" 

-15 

Rank B / Day 

Enemy - 05 

Lando 

Able 

Lizard-3 

900 

35 

800 

CARR0-H8/6 Body 

-2 

CARR0-4Wheels 

49 

LM10 "Sogittario" 

-5 

FA12 "Favilla" 

-39 

LM15 "Rondine-3" 

-21 

LM15 "Rondine-3" 

-18 

Rank B / Day 

Enemy • 06 

Okosama 

Starr 

Dog-3 

900 

30 

800 

PR0T0N-K7P2 Body 

-10 

PR0T0N-4Wheels 

0 

T48 Machine Pistol 

-19 

T62 Samuroi Steel 

-20 

T57ASV Missile 

-19 

T54 30mm Chain Gun 

-12 

Rank B / Day 

Enemy - 07 

Iwashika 

Brin 

Dolphin 

900 

30 

900 

HARTMAN-IP1 Body 

-15 

HARTMAN-4Wheels 

71 

M-7 SRAM Launcher 

-15 

M-2019 Commercial 

0 

M2A5 "Chip Killer" 

31 

M-191 Grenade 

10 

Rank B / Day 

Enemy • 08 

Yakamoto 

Terry 

Pig 

900 

35 

900 

PR0T0N-K7P2 Body 

0 

PR0T0N-2Legs 

0 

T53 Assault Rifle 

-4 

T62 Samurai Steel 

-20 



PT Hybrid Armor 

-12 

Rank B / Day 

Enemy • 09 

Isi-Matu 

MutantNl 

Cat-4 

900 

40 

900 

KHT-0.279 Body 

-15 

KHT-Single Boiler 

33 

APG65 "Perun" 

-13 

APG65 "Perun" 

-25 

PRK57-1 "Ovinnik" 

-19 

AGK54 "Veles" 

-2 

Rank B / Day 

Enemy -10 

Books 

Lauren 

Sheep-2 

900 

40 

900 

CARR0-H8/6 Body 

-21 

CARR0-4Legs 

41 

FA12 "Favilla" 

-11 

FA12 "Fovilla" 

-17 

LM15 "Rondine-3" 

-15 

CA22 "Grondine" 

-14 

Rank B / Day 

Enemy -11 

Josey 

Ten 

Bear-3 

900 

30 

900 

KHT-0.279 Body 

-13 

KHT-Single Bailer 

99 

PPk51 "Kirsonoff" 

-7 

SV68 "Nikolayev" 

-19 

KPb62 "Borisovich" 

0 

KPb62 "Borisovich" 

-12 

Rank B / Day 

Enemy -12 

Amalia 

Pike 

Bird-6 

3420 

35 

1000 

HARTMAN-IP1 Body 

-5 

HARTMAN-2Legs 

20 

M217 Chain Gun 

-9 

M-32 Assault Rifle 

-50 

M-l8 Heavy M.Gun 

-13 

M-l 8 Heavy M.Gun 

-18 

Rank B / Day 

Enemy -13 

Django 

Loredana 

Wolf-2 

6090 

35 

1000 

CARR0-H8/6 Body 

8 

CARR0-6Wheels 

36 

FA12 "Favilla" 

-50 

CG25 "Diavolo" 

4 

CA22 "Grondine" 

-45 

LM15 "Rondine-3" 

-25 


Rank B / Night 

Area Ranker 

Amelia 

Paolo 

Bird-1 

8810 

50 

1400 

CARR0-H8/6 Body 

0 

CARR0-2Legs 

-21 

LC15 "Tifone" 

31 

LC15 "Tifone" 

46 

CA22 "Grondine" 

-28 

...... 

- 

Rank B / Night 

Enemy - 00 

Virginia 

Candyman 

Dog-4 

200 

30 

800 

CARR0-H8/6 Body 

-14 

CARR0-4Wheels 

71 

AMI 7 "Bastoncino" 

-13 

PA20 "Camerata" 

-16 

CA22 "Grondine" 

-19 

LG28 "Fionda" 

-19 

Rank B / Night 

Enemy - 01 

Barclay 

Charles 

Ape-1 

680 

35 

800 

KHT-0.279 Body 

-20 

KHT-2Legs 

50 

CP42 "Gobalevsky" 

-13 

KUV66 "Rousalka" 

-22 

PRK57-1 "Ovinnik" 

14 

AGK54 "Veles" 

-32 

Rank B / Night 

Enemy - 02 

Krueger 

Heather 

Lizard-3 

790 

40 

800 

PR0T0N-K7P2Body 

-4 

PR0T0N-4Wheels 

81 

T67 Grenade M.Gun 

-20 

T48 Machine Pistol 

-12 

T50 Grenade 

-13 

T70 DL-ASV Missile 

-15 

Rank B / Night 

Enemy - 03 

Paquita 

Lionel 

Horse-1 

790 

30 

800 

KHT-0.279 Body 

-7 

KHT-4Legs 

-3 

KUV66"Rousalka" 

-15 

APG65 "Perun" 

-87 

PRK57-1 "Ovinnik" 

-20 



Rank B / Night 

Enemy - 04 

Ashly 

Betsy 

Cat-1 

900 

35 

800 

PR0T0N-K7P2Body 

-16 

PR0T0N-4Legs 

3 

T64 Sawed-off Gun 

-20 

T62 Samurai Steel 

-16 

PT Hybrid Armor 

-19 

T68 E.M.P. Grenade 

-12 

Rank B / Night 

Enemy - 05 

Logan 

Bub 

Bird-4 

900 

30 

800 

ZWERG-EV.3 Body 

-8 

ZWERG-2Legs 

-3 

Maschinenpistolel 7 

11 

Maschinenpistolel 7 

12 

...... 

- 

Zwei LFK Syslem5 

-15 

Rank B / Night 

Enemy - 06 

Barbra 

Duane 

Bird-4 

900 

30 

800 

ZWERG-EV.3 Body 

-23 

ZWERG-4Baller 

3 

Schmelzen Faust 

-13 

EMP Lahmung Faust 

-17 

Zwei LFK System5 

-13 

Eins LFK System2 

-17 

Rank B / Night 

Enemy - 07 

Foree 

Romero 

Wolf-1 

900 

40 

900 

KHT-0.279 Body 

-36 

KHT-4Legs 

-50 

SV68 "Nikolayev" 

-25 

KPk54 "Kuznetsov" 

-12 

AGK70 "Dogoda" 

-10 

...... 

- 

Rank B / Night 

Enemy - 08 

Wilfred 

Patton 

Lion-2 

900 

30 

900 

HARTMAN-IP1 Body 

10 

HARTMAN-Crawler 

-16 

M-32 Assault Rifle 

35 

M-32 Assault Rifle 

45 

M-191 Grenade 

-69 

XPPC "Thunderbird" 

35 

Rank B / Night 

Enemy - 09 

Hilary 

Trion 

Horse-2 

900 

30 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-2Legs 

5 

Maschinengewehrl 3 

-54 

Maschinengewehrl 3 

-59 

Eins LFK System2 

-13 

Zwerg K-Panzerung 

-17 

Rank B / Night 

Enemy -10 

Horst 

El-Lute 

Turtle 

900 

35 

900 

HARTMAN-IP1 Body 

0 

HARTMAN-2Wheels 

14 

M-7 SRAM Launcher 

-54 

M-32 Assault Rifle 

-37 

M-191 Grenade 

-15 

...... 

- 

Rank B / Night 

Enemy -11 

Bessie 

WiseGuy 

Dog-4 

900 

30 

900 

CARR0-H8/6 Body 

-12 

CARR0-4Wheels 

25 

AMI 7 "Bastoncino" 

-20 

AMI 7 "Bastoncino" 

-13 

----- 

- 

LG28 "Fionda" 

-15 

Rank B / Night 

Enemy -12 

Lando 

Able 

Lizard-2 

3420 

35 

1000 

CARR0-H8/6 Body 

5 

CARR0-2Legs 

-7 

LM10 "Sagittario" 

2 

FL30 "Cacciatore" 

9 

CA22 "Grondine" 

7 

LG28 "Fionda" 

-28 

Rank B / Night 

Enemy -13 

Martini 

Umber 

Cat-1 

6090 

40 

1000 

CARR0-H8/6 Body 

40 

CARR0-2Legs 

-3 

FA12 "Favilla" 

-29 

FA12 "Favilla" 

-8 

...... 

- 

. 

- 




















































































LAS VEGAS 

Rank/Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

RankC/Day 

Area Ranker 

GoLd-J 

WhltAkEr 

Rat-2 

6000 

38 

1100 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

0 

Maschinengewehrl 3 

2 

SVabwehr Konone5 

34 

Granatwerfer8/1 

-59 

Zwei LFK System5 

0 

Rank C / Day 

Enemy • 00 

Atsuo 

Yen 

Lizard-3 

490 

20 

500 

CARR0-H8/6 Body 

-40 

CARR0-4Wheels 

40 

LC15 "Tifone" 

0 

FA12 "Favilla" 

-7 

...... 


. 


Rank C / Day 

Enemy • 01 

Marie 

Dealer81 

Horse-2 

490 

25 

500 

CARR0-H8/6 Body 

-30 

CARR0-4Wheels 

49 

LM10 "Sagittario" 

0 

FL30 "Cacciatore" 

0 

...... 


LG28 "Fionda" 

0 

RankC/Day 

Enemy - 02 

Finlay 

Paladin 

Ape-3 

530 

20 

500 

HARTMAN-IP1 Body 

-22 

HARTMAN-4Legs 

22 

M-32 Assault Rifle 

-19 

SV Drill "Sapper" 

-19 

...... 


M-l 8 Heavy M.Gun 

-12 

Rank C / Day 

Enemy • 03 

Merinda 

Lil' Bit 

Bird-7 

530 

20 

500 

HARTMAN-IP1 Body 

0 

HARTMAN-6Wheels 

23 

M-4 Recoilless Gun 

-25 

M-7 SRAM Launcher 

-14 

...... 


M2A5 "Chip Killer" 

-9 

Rank C / Day 

Enemy - 04 

Allen 

Dealer65 

Rabbit-1 

560 

25 

500 

HARTMAN-IP1 Body 

32 

HARTMAN-4Legs 

-8 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-38 

MC Composite Armor 

0 

MC Composite Armor 

0 

RankC/Day 

Enemy - 05 

Bumper 

Rasta 

Cat-1 

560 

20 

500 

CARR0-H8/6 Body 

-23 

CARR0-6Legs 

-4 

AM17 "Bastoncino" 

-18 

AMI 7 "Bastoncino" 

-12 

CA22 "Grandine" 

-10 

CA22 "Grandine" 

-20 

Rank C / Day 

Enemy - 06 

Joyce 

Dealer7A 

Lion-1 

560 

20 

500 

ZWERG-EV.3 Body 

-10 

ZWERG-4Baller 

5 

Schmelzen Faust 

-17 

Maschinengewehrl 3 

-19 

Eins LFK System2 

-10 

. 


RankC/Day 

Enemy - 07 

Clement 

Dealer9C 

Lion-1 

560 

25 

600 

PR0T0N-K7P2 Body 

8 

PR0T0N-2Legs 

-19 

T53 Assault Rifle 

-11 

T67 Grenade M.Gun 

-11 

...... 

— 

T57ASV Missile 

-18 

RankC/Day 

Enemy • 08 

Beadle 

Jester 

Dog-2 

560 

20 

600 

PR0T0N-K7P2Body 

-23 

PR0T0N-3Wheels 

68 

T62 Samurai Steel 

31 

T62 Samurai Steel 

20 

T54 30mm Chain Gun 

-13 

T68 E.M.P. Grenade 

-12 

RankC/Day 

Enemy • 09 

Kadee 

Dukes 

Dog-4 

560 

20 

600 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Wheels 

26 

SV Drill "Sapper" 

-23 

M-2019 Commercial 

-4 

...... 




RankC/Day 

Enemy -10 

Erwin 

Yappie 

Dog-1 

600 

25 

600 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Legs 

-5 

M-2019 Commercial 

-21 

M-7 SRAM Launcher 

-18 

M2A5 "Chip Killer" 

-20 

. 


Rank C / Day 

Enemy -11 

PaRsoN 

WoOdSmAn 

Ape-1 

600 

20 

600 

ZWERG-EV.3 Body 

-21 

ZWERG-4Baller 

61 

Maschinengewehrl 3 

-10 

EMP Lahmung Faust 

-10 

Maschinengewehr9 

-20 

Maschinengewehr9 

-12 

Rank C / Day 

Enemy -12 

TeSsleR 

CoAtEs 

Pig 

1340 

20 

700 

PR0T0N-K7P2Body 

-10 

PR0T0N-2Legs 

47 

T62 Samurai Steel 

24 

T53 Assault Rifle 

-18 

T50 Grenade 

0 

T54 30mm Chain Gun 

-15 

RankC/Day 

Enemy -13 

GoOdBoY 

SaBiNe 

Bird-2 

3330 

28 

700 

CARR0-H8/6 Body 

-26 

CARR0-2Wheels 

-4 

FA12 "Favilla" 

-12 

AMI 7 "Bastoncino" 

-14 

CA22 "Grandine" 

-16 

LG28 "Fionda" 

-14 


Rank C / Night 

Area Ranker 

Belinda 

Nanna 

Lion-1 

6000 

38 

1100 

HARTMAN-IP1 Body 

-25 

HARTMAN-4Legs 

-4 

M-32 Assault Rifle 

23 

M-7 SRAM Launcher 

39 

M2A5 "Chip Killer" 

-28 

M-l8 Heavy M.Gun 

29 

Rank C / Night 

Enemy - 00 

Joyce 

Dealer7A 

Bird-1 

490 

20 

500 

ZWERG-EV.3 Body 

-10 

ZWERG-4Boller 

5 

Schmelzen Faust 

-17 

Maschinengewehrl 3 

-19 

Eins LFK System2 

-10 

--- 


Rank C / Night 

Enemy - 01 

Preston 

Dealer29 

Rabbit-1 

490 

23 

500 

ZWERG-EV.3 Body 

-40 

ZWERG-2Legs 

-2 

Maschinenpistolel7 

-37 

Maschinengewehrl 3 

5 

Maschinengewehr9 

-47 

Eins LFK System2 

-10 

RankC/Night 

Enemy - 02 

Agatha 

Moby 

Dog-2 

530 

20 

500 

KHT-0.279 Body 

-20 

KHT-4Legs 

20 

SV68 "Nikolayev" 

-5 

APG65 "Perun" 

-21 

EB71 "Sicksa" 

-25 

PRK57-1 "Ovinnik" 

-12 

Rank C / Night 

Enemy - 03 

Sheldon 

Topaz 

Horse-1 

530 

20 

500 

KHT-0.279 Body 

-7 

KHT-4Wheels 

30 

KUV66"Rousalka" 

-15 

KUV66 "Rousalka" 

-14 

PRK57-1 "Ovinnik" 

-19 

KPb62 "Borisovich" 

-18 

RankC/Night 

Enemy - 04 

Ralph 

Ziggy 

Bear-1 

560 

20 

500 

KHT-0.279 Body 

-18 

KHT-2Wheels 

84 

CP42"Gobalevsky" 

-13 

PRK69-2 "Polevik" 

14 

PRK57-1 "Ovinnik" 

-7 

KUV64 "Tunguska" 

2 

Rank C / Night 

Enemy - 05 

Cody 

Dr.Susan 

Bird-2 

560 

20 

500 

CARR0-H8/6 Body 

-14 

CARR0-2Wheels 

75 

FA12 "Favilla" 

-16 

FL30 "Cacciatore" 

-19 

MC41 "Vesuvio" 

-14 

CA22 "Grandine" 

-17 

Rank C / Night 

Enemy - 06 

Thomas 

Reverend 

Rat-1 

560 

23 

500 

ZWERG-EV.3 Body 

-37 

ZWERG-2Legs 

5 

Maschinengewehrl 3 

-12 

Maschinerrpistolel 7 

-14 

Eins LFK System2 

-17 

Maschinengewehr9 

-13 

Rank C / Night 

Enemy - 07 

Lindsey 

Dr.Reeve 

Cat-3 

560 

25 

600 

CARR0-H8/6 Body 

15 

CARR0-6Wheels 

35 

LM10 "Sagittario" 

-10 

FA12 "Favilla" 

-60 

...... 

- 

MC41 "Vesuvio" 

-10 

RankC/Night 

Enemy - 08 

Imam 

Paris 

Ape-1 

560 

20 

600 

CARR0-H8/6 Body 

0 

CARR0-2Wheels 

56 

LC15 "Tifone" 

-27 

FA12 "Favilla" 

-94 

...... 

- 

EB32 "Nautilo" 

-10 

Rank C / Night 

Enemy - 09 

Hauser 

Rhiana 

Rabbit-2 

560 

20 

600 

KHT-0.279 Body 

-14 

KHT-4Wheels 

49 

PPk51 "Kirsanoff" 

37 

KUV66 "Rousalka" 

-14 

PRK57-1 "Ovinnik" 

0 

PRK57-1 "Ovinnik" 

-10 

RankC/Night 

Enemy -10 

Carolyn 

Furions 

Lizard-3 

600 

25 

600 

ZWERG-EV.3 Body 

-10 

ZWERG-4Legs 

-30 

Maschinengewehrl 3 

-10 

Maschinengewehrl 3 

-16 

Eins LFK System2 

-11 

Eins LFK System2 

-16 

Rank C / Night 

Enemy -11 

Allen 

Dealer65 

Bird-4 

600 

25 

600 

HARTMAN-IP1 Body 

32 

HARTMAN-4Legs 

-8 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-38 

MC Composite Armor 

0 

MC Composite Armor 

0 

Rank C / Night 

Enemy -12 

Pauline 

Macallan 

Dog-1 

1340 

30 

700 

HARTMAN-IP1 Body 

-10 

HARTMAN-4Wheels 

25 

M-4 Recoilless Gun 

-12 

SV Drill "Sapper" 

-10 

...... 

- 

M-9ASV TP-Missile 

-18 

RankC/Night 

Enemy -13 

Maurice 

Toxy 

Lizard-1 

3330 

33 

700 

HARTMAN-IP1 Body 

-24 

HARTMAN-2Legs 

25 

M-2019 Commercial 

34 

M-7 SRAM Launcher 

0 

M-l8 Heavy M.Gun 

12 

M-l8 Heavy M.Gun 

20 

















































































LAS VEGAS 

Rank/Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank D / Day 

Area Ranker 

Alice 

Dealer3A 

Lion-1 

3150 

28 

1000 

PR0T0N-K7P2 Body 

0 

PROTON-HoverJet 

35 

T64 Sawed-off Gun 

22 

T53 Assault Rifle 

22 

T50 Grenade 

-97 

...... 


Rank D / Day 

Enemy ■ 00 

Hill 

VT-C2572 

Cat-1 

240 

10 

400 

ZWERG-EV.3 Body 

-55 

ZWERG-4Legs 

41 

Maschinengewehrl 3 

-22 

Schmelzen Foust 

-24 

----- 


Eins LFK System2 

-14 

Rank D / Day 

Enemy • 01 

Kristina 

VT-A1922 

Lizard-1 

240 

10 

400 

ZWERG-EV.3 Body 

-68 

ZWERG-2Legs 

41 

Schmelzen Faust 

-10 

Maschinenpistolel 7 

12 

-- 


Zwerg K-Ponzerung 

-78 

Rank D / Day 

Enemy - 02 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PR0T0N-K7P2 Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 



Rank D / Day 

Enemy • 03 

Theodore 

DealerC9 

Rabbit-1 

290 

15 

400 

HARTMAN-IP1 Body 

-40 

HARTMAN-4Legs 

60 

M-32 Assault Rifle 

-14 

SV Drill "Sapper" 

-34 

M-18HeavyM.Gun 

-16 

. 


Rank D / Day 

Enemy ■ 04 

Ayako 

Mokey 

Ape-2 

320 

10 

400 

HARTMAN-IP1 Body 

-45 

HARTMAN-4Legs 

46 

M-7 SRAM Launcher 

-52 

SV Drill "Sapper" 

-26 

----- 


. 


Rank D / Day 

Enemy - 05 

Cynthia 

Dealer7B 

Rabbit-1 

320 

15 

400 

HARTMAN-IP1 Body 

-60 

HARTMAN-4Legs 

50 

SV Drill "Sapper" 

-22 

M-7 SRAM Launcher 

-59 

M-2 SRAM Launcher 

-12 

M-2 SRAM Launcher 

-8 

Rank D / Day 

Enemy • 06 

Talia 

Metis 

Dog-4 

320 

10 

400 

CARR0-H8/6 Body 

-50 

CARR0-2Legs 

10 

LC15 "Tlfone" 

0 

PA20 "Cameroto" 

1 

AC44 "Difesa" 

-40 

LG28 "Fionda" 

0 

Rank D / Day 

Enemy - 07 

Hamilton 

Sam 

Bird-2 

320 

10 

500 

CARR0-H8/6 Body 

-36 

CARR0-2Wheels 

48 

LM10 "Sagitlario" 

-11 

FL30 "Cocciotore" 

-4 

CA22 "Grandine" 

-25 



Rank D / Day 

Enemy • 08 

Rainer 

Klumpkea 

Sheep-2 

320 

10 

500 

CARR0-H8/6 Body 

-46 

CARR0-4Legs 

42 

FL30 "Cocciotore" 

0 

LC15 "Tlfone" 

0 

----- 


EB32 "Nautilo" 

0 

Rank D / Day 

Enemy • 09 

Duncan 

Dealer46 

Horse-2 

320 

15 

500 

CARR0-H8/6 Body 

-23 

CARR0-4Wheels 

44 

FL30 "Cocciotore" 

-8 

FA12 "Favilla" 

-89 

CA22 "Grandine" 

-24 



Rank D / Day 

Enemy -10 

Bressole 

Jean-Luc 

Rat-2 

350 

10 

500 

ZWERG-EV.3 Body 

-56 

ZWERG-2Legs 

48 

EMP Lahmung Faust 

-59 

Schmelzen Faust 

-11 

Zwerg K-Panzerung 

0 



Rank D / Day 

Enemy -11 

Beth 

Freddie 

Lizard-3 

350 

10 

500 

ZWERG-EV.3 Body 

-40 

ZWERG-2Legs 

50 

Maschinengewehrl 3 

-33 

Maschinengewehrl 3 

-13 

EMP Granatwerfer 

0 

. 


Rank D / Day 

Enemy -12 

Quincy 

Lynn 

Cat-3 

840 

20 

600 

CARR0-H8/6 Body 

-10 

CARR0-4Wheels 

61 

FA12 "Favilla" 

26 

PA20 "Cameroto" 

31 

CA22 "Grandine" 

-20 

LM15 "Rondine-3" 

0 

Rank D / Day 

Enemy -13 

Walker 

Dealer9C 

Lion-1 

1440 

20 

600 

HARTMAN-IP1 Body 

-15 

HARTMAN-Crawler 

5 

M-4 Recoilless Gun 

-11 

M-7 SRAM Launcher 

-14 

----- 

~ 

M2A5 "Chip Killer" 

-20 


Rank D / Night 

Area Ranker 

Eszter-J 

Smithee 

Bird-7 

3150 

30 

1000 

KHT-0.279 Body 

-15 

KHT-4Legs 

-30 

CP42 "Gobalevsky" 

24 

APG65 "Perun" 

47 

AGK70 "Dogoda" 

25 

AGK54 "Veles" 

-39 

Rank D / Night 

Enemy - 00 

Hattie 

VT-M945 

Lion-1 

240 

10 

400 

PR0T0N-K7P2Body 

-5 

PROTON-HoverJet 

71 

T53 Assault Rifle 

18 

T62 Somuroi Steel 

-11 

T57ASV Missile 

-12 

T50 Grenade 

31 

Rank D / Night 

Enemy - 01 

TaTeR 

VT-1521 

Dog-4 

240 

10 

400 

KHT-0.279 Body 

-44 

KHT-4Legs 

44 

KUV66 "Rousalka" 

-22 

APG65 "Perun" 

-25 

KPb62 "Borisovich" 

-12 

PRK57-1 "Ovinnik" 

-2 

Rank D / Night 

Enemy - 02 

Miel 7 

Montana 

Bird-6 

290 

10 

400 

HARTMAN-IP1 Body 

-46 

HARTMAN-4Legs 

39 

M-32 Assault Rifle 

-21 

M-32 Assault Rifle 

-18 

M-18 Heavy M.Gun 

-12 

— 

- 

Rank D / Night 

Enemy - 03 

Kamal 

Tamia 

Bird-2 

290 

10 

400 

HARTMAN-IP1 Body 

-37 

HARTMAN-6Wheels 

60 

M-2019 Commercial 

-8 

M-4 Recoilless Gun 

-29 

M-191 Grenade 

-2 



Rank D / Night 

Enemy - 04 

Edna 

DeolerB4 

Lizard-2 

320 

10 

400 

HARTMAN-IP1 Body 

-43 

HARTMAN-4Wheels 

41 

M-2019 Commercial 

-5 

SV Drill "Sapper" 

-12 

M-191 Grenade 

-6 

...... 

- 

Rank D / Night 

Enemy - 05 

Hamilton 

Sam 

Lion-1 

320 

10 

400 

CARR0-H8/6 Body 

-36 

CARR0-2Wheels 

48 

LM10 "Sagittario" 

-11 

FL30 "Cocciotore" 

-4 

CA22 "Grandine" 

-25 

----- 

- 

Rank D / Night 

Enemy - 06 

Samantha 

kelly 

Lion-1 

320 

10 

400 

CARR0-H8/6 Body 

-36 

CARR0-2Wheels 

45 

PA20 "Cameroto" 

-6 

FA12 "Favilla" 

-16 

MC41 "Vesuvio" 

0 

LM15 "Rondine-3" 

-14 

Rank D / Night 

Enemy - 07 

Howard 

DealerlD 

Lizard-3 

320 

10 

500 

CARR0-H8/6 Body 

-89 

CARR0-4Legs 

50 

FL30 "Cocciotore" 

0 

EA12 "Favilla" 

0 

...... 

- 

AC44 "Difesa" 

-67 

Rank D / Night 

Enemy - 08 

Chester 

Marilu 

Rat-1 

320 

10 

500 

KHT-0.279 Body 

-42 

KHT-Single Boiler 

45 

PPk51 "Kirsanoff" 

-4 

APG65 "Perun" 

-21 

EB71 "Sicksa" 

-3 

PRK57-1 "Ovinnik" 

-26 

Rank D / Night 

Enemy - 09 

Quincy 

Lynn 

Ape-1 

320 

20 

500 

CARR0-H8/6 Body 

-10 

CARR0-4Wheels 

61 

FA12 "Favilla" 

26 

PA20 "Camerota" 

31 

CA22 "Grandine" 

-20 

LM15 "Rondine-3" 

0 

Rank D / Night 

Enemy -10 

Philip 

Dealer71 

Cot-2 

350 

10 

500 

PR0T0N-K7P2Body 

-37 

PROTON-HoverJet 

78 

T53 Assault Rifle 

-45 

T62 Samurai Steel 

-24 

T54 30mm Chain Gun 

-18 

T68 E.M.P. Grenade 

0 

Rank D / Night 

Enemy -11 

Windle 

Sponky 

Cot-2 

350 

10 

500 

PR0TON-K7P2Body 

-24 

PR0T0N-3Wheels 

55 

T48 Machine Pistol 

-7 

T48 Machine Pistol 

-13 

T68 E.M.P. Grenade 

-10 

—- 


Rank D / Night 

Enemy -12 

Jimmy 

Gabble 

Cot-2 

840 

10 

600 

KHT-0.279 Body 

-33 

KHT-Single Bailer 

55 

APG65 "Perun" 

-26 

APG65 "Perun" 

-24 

...... 

- 



Rank D / Night 

Enemy -13 

Sandra 

Dealer59 

Bird-6 

1440 

20 

600 

HARTMAN-IP1 Body 

-15 

HARTMAN-4Legs 

-1 

M-32 Assault Rifle 

-11 

M-7 SRAM Launcher 

-10 

M-2 SRAM Launcher 

-10 

M-191 Grenade 

-13 
















































































IAS VEGAS 

Rank/Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free/Day 

Enemy - 00 

Hill 

VT-C2572 

Cat-1 

240 

10 

400 

ZWERG-EV.3 Body 

-55 

ZWERG-4Legs 

41 

Maschinengewehrl 3 

-22 

Schmelzen Faust 

-24 

...... 


Eins LFK System2 

-14 

Rank Free / Day 

Enemy • 01 

Natsuko 

Ambrose 

Ape-2 

350 

10 

500 

ZWERG-EV.3 Body 

-38 

ZWERG-4Baller 

47 

SVabwehr Kanone5 

0 

Maschinenpistolel 7 

0 

Zwerg K-Ponzerung 

0 

. 


Rank Free/Day 

Enemy • 02 

0noda-3 

KenKen6 

Dog-3 

290 

10 

400 

PR0T0N-K7P2Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 

. 


Rank Free / Day 

Enemy • 03 

Rainer 

Klumpkea 

Sheep-2 

320 

10 

500 

CARR0-H8/6 Body 

-46 

CARR0-4Legs 

42 

FL30 "Cacciatore" 

0 

LC15 "Tifone" 

0 

...... 

_ 

EB32 "Nautilo" 

0 

Rank Free/Day 

Enemy • 04 

Duncan 

Dealer46 

Horse-2 

320 

15 

500 

CARR0-H8/6 Body 

-23 

CARR0-4Wheels 

44 

FL30 "Cacciatore" 

-8 

FA12 "Favilla" 

-89 

CA22 "Grandine" 

-24 

. 


Rank Free / Day 

Enemy - 05 

Fering 

Karla 

Cat-3 

530 

25 

500 

PR0T0N-K7P2Body 

-19 

PR0T0N-4Legs 

-3 

T53 Assault Rifle 

-20 

T62 Samurai Steel 

-14 

T57ASV Missile 

-14 

T50 Grenade 

-13 

Rank Free/Day 

Enemy - 06 

Allen 

Dealer65 

Rabbit-1 

560 

25 

500 

HARTMAN-IP1 Body 

32 

HARTMAN-4Legs 

-8 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-38 

MC Composite Armor 

0 

MC Composite Armor 

0 

Rank Free / Day 

Enemy - 07 

Bumper 

Rasta 

Cat-1 

560 

20 

500 

CARR0-H8/6 Body 

-23 

CARR0-6Legs 

-4 

AMI 7 "Bastoncino" 

-18 

AMI 7 "Bastoncino" 

-12 

CA22 "Grandine" 

-10 

CA22 "Grandine" 

-20 

Rank Free/Day 

Enemy - 08 

Joyce 

Dealer7A 

Lion-1 

560 

20 

500 

ZWERG-EV.3 Body 

-10 

ZWERG-4Baller 

5 

Schmelzen Faust 

-17 

Maschinengewehrl 3 

-19 

Eins LFK System2 

-10 

. 


Rank Free / Day 

Enemy • 09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Perun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free/Day 

Enemy -10 

Hiro 

Sgt.Zero 

Cat-1 

790 

40 

800 

KHT-0.279 Body 

-21 

KHT-4Legs 

1 

APG65 "Perun" 

-18 

CP42 "Gobalevsky" 

-20 

...... 


KPb62 "Borisovich" 

-17 

Rank Free / Day 

Enemy -11 

Amalia 

Pike 

Bird-6 

3420 

35 

1000 

HARTMAN-IP1 Body 

-5 

HARTMAN-2Legs 

20 

M217 Chain Gun 

-9 

M-32 Assault Rifle 

-50 

M-18HeavyM.Gun 

-13 

M-l 8 Heavy M.Gun 

-18 

Rank Free/Day 

Enemy -12 

Joker2 

D-Zero 

Rabbit-2 

1320 

50 

1000 

ZWERG-EV.3 Body 

50 

ZWERG-Road Roller 

-23 

Maschinengewehrl 3 

-19 

Raketenkanone6/l 

-50 

RaketenwerferlO 

54 

Zwei LFK System5 

-26 

Rank Free / Day 

Enemy -13 

Jokerl 

S-Zero 

Dog-3 

1320 

55 

1000 

KHT-0.279 Body 

50 

KHT-4Legs 

1 

PPc71 "Cherenkov" 

12 

APG65 "Perun" 

-44 

PRK69-4 "Leshy" 

22 

KUV64 "Tunguska" 

-10 

Rank Free/Day 

Enemy -14 

Alice 

Dealer3A 

Lion-1 

3150 

28 

1000 

PR0T0N-K7P2Body 

0 

PROTON-HoverJet 

35 

T64 Sawed-off Gun 

22 

T53 Assault Rifle 

22 

T50 Grenade 

-97 

. 


Rank Free / Day 

Enemy -15 

Eszter-J 

Smithee 

Bird-7 

3150 

30 

1000 

KHT-0.279 Body 

-15 

KHT-4Legs 

-30 

CP42 "Gobalevsky" 

24 

APG65 "Perun" 

47 

AGK70 "Dogoda" 

25 

AGK54 "Veles" 

-39 

Rank Free/Day 

Enemy -16 

GoLd-J 

WhltAkEr 

Rot-2 

6000 

38 

1100 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

0 

Maschinengewehrl 3 

2 

SVabwehr Kanone5 

34 

Granatwerfer8/1 

-59 

Zwei LFK System5 

0 

Rank Free / Day 

Enemy -17 

Belinda 

Nanna 

Lion-1 

6000 

38 

1100 

HARTMAN-IP1 Body 

-25 

HARTMAN-4Legs 

-4 

M-32 Assault Rifle 

23 

M-7 SRAM Launcher 

39 

M2A5 "Chip Killer" 

-28 

M-18 Heavy M.Gun 

29 

Rank Free/Day 

Enemy -18 

Ellen 

Crowe 

Horse-1 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-4Legs 

-4 

M217 Chain Gun 

45 

M-2019 Commercial 

-24 

M-18HeavyM.Gun 

-30 

M-l 8 Heavy M.Gun 

19 

Rank Free / Day 

Enemy -19 

Amelia 

Paolo 

Bird-1 

8810 

50 

1400 

CARR0-H8/6 Body 

0 

CARR0-2Legs 

-21 

LC15 "Tifone" 

31 

LC15 "Tifone" 

46 

CA22 "Grandine" 

-28 

. 


Rank Free/Day 

Enemy - 20 

Ludwig 

Von 

Bird-2 

12050 

60 

1600 

CARR0-H8/6 Body 

10 

CARR0-2Legs 

35 

LA52 "Giavellolto" 

1 

FA12 "Favilla" 

-82 

LAI 6 "Brillamento" 

18 

EB32 "Nautilo" 

-80 

Rank Free / Day 

Enemy - 21 

Harold 

Tiare 

Dog-4 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-4Wheels 

20 

M30A6 "Hedgehog" 

-30 

SV Drill "Sapper" 

50 

M-9ASV TP-Missile 

-25 

M-l91 Grenade 

0 














































LAS VEGAS 

Rank /Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv 

Left Shoulder 

Lv. 

Rank Free/Night 

Enemy 

00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PROTON-K7P2 Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 



Rank Free /Night 

Enemy 

01 

Itou 

Brian 

Ape-2 

350 

10 

500 

PROTON-K7P2Body 

-10 

PROTON-HoverJet 

89 

T67 Grenade M.Gun 

0 

T67 Grenade M.Gun 

0 

----- 


T50 Grenade 

56 

Rank Free/Night 

Enemy ■ 

02 

TaTeR 

VT-1521 

Dog-4 

240 

10 

400 

KHT-0.279 Body 

-44 

KHT-4Legs 

44 

KUV66 "Rousalka" 

-22 

APG65 "Perun" 

-25 

KPb62 "Borisovich" 

-12 

PRK57-1 "Ovinnik" 

-2 

Rank Free /Night 

Enemy ■ 

03 

Edna 

DealerB4 

Lizard-2 

320 

10 

400 

HARTMAN-IP1 Body 

-43 

HARTMAN-4Wheels 

41 

M-2019 Commercial 

-5 

SV Drill "Sapper" 

-12 

M-191 Grenade 

-6 



Rank Free/Night 

Enemy ■ 

04 

Hamilton 

Sam 

Lion-1 

320 

10 

400 

CARR0-H8/6 Body 

-36 

CARR0-2Wheels 

48 

LM10 "Sagittario" 

-11 

FL30 "Cacciatore" 

-4 

CA22 "Grandine" 

-25 

. 


Rank Free /Night 

Enemy ■ 

05 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK Syslem2 

-20 

EMP Granatwerfer 

-10 

Rank Free/Night 

Enemy ■ 

06 

Eckart 

Mischa 

Dog-3 

600 

30 

600 

KHT-0.279 Body 

-18 

KHT-Road Roller 

0 

KPk54 "Kuznetsov" 

-2 

PPkSl "Kirsanoff" 

-3 

AGK54 "Veles" 

-11 

KPb62 "Borisovich" 

-7 

Rank Free/Night 

Enemy ■ 

07 

Carolyn 

Furions 

Lizard-3 

600 

25 

600 

ZWERG-EV.3 Body 

-10 

ZWERG-4Legs 

-30 

Maschinengewehrl 3 

-10 

Maschinengewehrl 3 

-16 

Eins LFK Syslem2 

-11 

Eins LFK System2 

-16 

Rank Free/Night 

Enemy ■ 

08 

Allen 

Dealer65 

Bird-4 

600 

25 

600 

HARTMAN-IP1 Body 

32 

HARTMAN-4Legs 

-8 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-38 

MC Composite Armor 

0 

MC Composite Armor 

0 

Rank Free /Night 

Enemy ■ 

09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Perun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free/Night 

Enemy ■ 

10 

Okosoma 

Starr 

Dog-3 

900 

30 

800 

PROTON-K7P2 Body 

-10 

PR0T0N-4Wheels 

0 

T48 Machine Pistol 

-19 

T62 Samurai Steel 

-20 

T57ASV Missile 

-19 

T54 30mm Chain Gun 

-12 

Rank Free /Night 

Enemy ■ 

11 

Horst 

El-Lute 

Turtle 

900 

35 

900 

HARTMAN-IP1 Body 

0 

HARTMAN-2Wheels 

14 

M-7 SRAM Launcher 

-54 

M-32 Assault Rifle 

-37 

M-191 Grenade 

-15 



Rank Free/Night 

Enemy ■ 

12 

Jokerl 

S-Zero 

Dog-3 

1320 

55 

1000 

KHT-0.279 Body 

50 

KHT-4Legs 

1 

PPc71 "Cherenkov" 

12 

APG65 "Perun" 

-44 

PRK69-4 "Leshy" 

22 

KUV64 "Tunguska" 

-10 

Rank Free /Night 

Enemy ■ 

13 

Iryna 

Kedy 

Sheep-2 

1320 

38 

1000 

ZWERG-EV.3 Body 

-30 

ZWERG-4Legs 

5 

Maschinengewehrl 3 

-19 

Schmelzen Faust 

-16 

EMP Granatwerfer 

-10 

Eins LFK System2 

-12 

Rank Free/Night 

Enemy ■ 

14 

Alice 

Dealer3A 

Lion-1 

3150 

28 

1000 

PROTON-K7P2 Body 

0 

PROTON-HoverJet 

35 

T64 Sawed-off Gun 

22 

T53 Assault Rifle 

22 

T50 Grenade 

-97 



Rank Free /Night 

Enemy ■ 

15 

Eszter-J 

Smithee 

Bird-7 

3150 

30 

1000 

KHT-0.279 Body 

-15 

KHT-4Legs 

-30 

CP42 "Gobalevsky" 

24 

APG65 "Perun" 

47 

AGK70"Dogoda" 

25 

AGK54 "Veles" 

-39 

Rank Free/Night 

Enemy ■ 

16 

GoLd-J 

WhltAkEr 

Rat-2 

6000 

38 

1100 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

0 

Maschinengewehrl 3 

2 

SVabwehr Konone5 

34 

Granatwerfer8/1 

-59 

Zwei LFK System5 

0 

Rank Free /Night 

Enemy ■ 

17 

Belinda 

Nanna 

Lion-1 

6000 

38 

1100 

HARTMAN-IP1 Body 

-25 

HARTMAN-4Legs 

-4 

M-32 Assault Rifle 

23 

M-7 SRAM Launcher 

39 

M2A5 "Chip Killer" 

-28 

M-18 Heavy M.Gun 

29 

Rank Free/Night 

Enemy ■ 

18 

Ellen 

Crowe 

Horse-1 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-4Legs 

-4 

M217 Chain Gun 

45 

M-2019 Commercial 

-24 

M-18 Heavy M.Gun 

-30 

M-l8 Heavy M.Gun 

19 

Rank Free /Night 

Enemy ■ 

19 

Amelia 

Paolo 

Bird-1 

8810 

50 

1400 

CARR0-H8/6 Body 

0 

CARR0-2Legs 

-21 

LC15 "Tifone" 

31 

LC15 "Tifone" 

46 

CA22 "Grandine" 

-28 



Rank Free/Night 

Enemy ■ 

20 

Ludwig 

Von 

Bird-2 

12050 

60 

1600 

CARR0-H8/6 Body 

10 

CARR0-2Legs 

35 

LA52 "Giavellotto" 

1 

FA12 "Favilla" 

-82 

LA16 "Brillamento" 

18 

EB32 "Nautilo" 

-80 

Rank Free/Night 

Enemy ■ 

21 

Harold 

Tiare 

Dog-4 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-4Wheels 

20 

M30A6 "Hedgehog" 

-30 

SV Drill "Sapper" 

50 

M-9ASV TP-Missile 

-25 

M-191 Grenade 

0 
















































Title 


Chip Type 


Rank A /Day 

Area Ranker 

Virgil 

Hiram-K 

Bear-3 

12050 

60 

1600 

CARR0-H8/6 Body 

20 

CARR0-4Wheels 

43 

FL30 «Cacciatore» 

31 

LA52 «Giavellotto» 

8 

LG28 «Fionda» 

-94 

SM26 «Temporale» 

-45 

Rank A/Day 

Enemy • 00 

Alberti 

Babel 

Turtle 

1320 

40 

1000 

ZWERG-EV.3 Body 

12 

ZWERG-2Wheels 

42 

SVabwehr Kanone5 

-13 

Maschinengewehrl 3 

-12 

...... 

- 

Maschinengewehr9 

46 

Rank A/Day 

Enemy • 01 

Gunther 

Freund 

Dog-1 

1320 

40 

1000 

ZWERG-EV.3 Body 

-12 

ZWERG-2Legs 

29 

Jagdgewehr6 

40 

Maschinengewehrl 3 

-15 

Granalwerfer8/1 

-21 

EMP Granatwerfer 

26 

Rank A/Day 

Enemy • 02 

Kizilova 

Shane 

Fish-1 

1320 

40 

1000 

KHT-0.279 Body 

-10 

KHT-2Legs 

-3 

PPk51 «Kirsanoff» 

-16 

APG65 «Perun» 

-20 

...... 

- 

AGK54 «Veles» 

-14 

Rank A/Day 

Enemy • 03 

Jarvet 

Snow 

Tiger 

1320 

45 

1000 

KHT-0.279 Body 

-19 

KHT-Road Roller 

-2 

APG65 «Perun» 

-17 

APG65 «Perun» 

-13 

PRK57-1 «0vinnik» 

-16 

EB71 «Sicksa» 

-11 

Rank A/Day 

Enemy ■ 04 

Lotla 

Hermes 

Ape-1 

1620 

40 

1000 

HARTMAN-IP1 Body 

-2 

HARTMAN-4Legs 

38 

M217 Chain Gun 

-45 

M-2019 Commercial 

22 

M-9ASV TP-Missile 

-14 

M-l8 Heavy M.Gun 

30 

Rank A /Day 

Enemy • 05 

Marilyn 

Jason 

Horse-1 

1620 

40 

1000 

HARTMAN-IP1 Body 

24 

HARTMAN-4Legs 

28 

M-32 Assault Rifle 

-15 

M-4 Recoilless Gun 

-12 

M-191 Grenade 

-8 

M-9ASV TP-Missile 

43 

Rank A/Day 

Enemy • 06 

Anderson 

Pre-Cog 

Cat-1 

1620 

40 

1000 

HARTMAN-IP1 Body 

-15 

HARTMAN-Crawler 

4 

SV Drill «Sapper» 

-15 

M-32 Assault Rifle 

-10 

...... 

- 

M-l8 Heavy M.Gun 

-45 

Rank A /Day 

Enemy • 07 

Tadahiro 

Sankyu 

Bird-4 

1620 

40 

1100 

PR0T0N-K7P2 Body 

-10 

PR0T0N-4Legs 

12 

T67 Grenade M.Gun 

33 

T57 Chain Gun 

-13 

T57ASV Missile 

-50 

T50 Grenode 

-2 

Rank A/Day 

Enemy • 08 

Yan-Fei 

Shantou 

Ape-2 

1620 

50 

1100 

PR0T0N-K7P2Body 

20 

PR0T0N-2Legs 

-7 

T64 Sawed-off Gun 

-28 

T67 Grenade M.Gun 

-22 

...... 

- 

T54 30mm Chain Gun 

18 

Rank A/Day 

Enemy ■ 09 

Reese 

Easter 

Ape-2 

1620 

45 

1100 

PR0TON-K7P2 Body 

10 

PR0T0N-4Wheels 

40 

T53 Assault Rifle 

-45 

T53 Assault Rifle 

-31 

T50 Grenade 

50 

T68E.M.P. Grenade 

38 

Rank A/Day 

Enemy -10 

Penelope 

Parker 

Ape-2 

2110 

45 

1100 

ZWERG-EV.3 Body 

15 

ZWERG-4Wheels 

20 

Maschinengewehrl 3 

-5 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-8 

Zwei LFK System5 

30 

Rank A/Day 

Enemy -11 

Alan 

Tin-Tin 

Dog-3 

2110 

45 

1100 

HARTMAN-IP1 Body 

-5 

HARTMAN-4Wheels 

43 

M-4 Recoilless Gun 

-55 

M-7 SRAM Launcher 

11 

M-191 Grenade 

-20 

M-9ASV TP-Missile 

16 

Rank A/Day 

Enemy -12 

Gordon 

Quasi 

Dog-4 

5940 

40 

1200 

KHT-0.279 Body 

25 

KHT-Road Roller 

-22 

SV68 «Nikolayev» 

18 

APG65 «Perun» 

-14 

PRK57-1 «0vinnik» 

45 

AGK54 «Veles» 

15 

Rank A/Day 

Enemy -13 

Scott 

Jeff 

Wolf-1 

8910 

50 

1200 

PR0T0N-K7P2 Body 

25 

PROTON-HoverJet 

37 

T53 Assault Rifle 

-58 

T53 Assault Rifle 

-73 

T70DL-ASV Missile 

-25 

T66 Anti-SV Rocket- 
PhotonStorongCannon 

-39 


Rank A/Night 

Area Ranker 

Erich 

U-Fa 

Ape-2 

12050 

60 

1600 

ZWERG-EV.3 Body 

10 

ZWERG-4Legs 

6 

SVabwehr Kanone5 

35 

Raketenkanone6/l 

-15 

Granalwerfer8/1 

-84 

Eins LFK System2 

71 

Rank A /Night 

Enemy - 00 

Tamara 

Berton 

Sheep-2 

1320 

40 

1000 

KHT-0.279 Body 

-23 

KHT-Road Roller 

1 

APG65 «Perun» 

-20 

APG65 «Perun» 

-12 

AGK70 «Dogoda» 

-18 


- 

Rank A /Night 

Enemy - 01 

Ulrich 

Gibarian 

Turtle 

1320 

45 

1000 

KHT-0.279 Body 

-12 

KHT-4Legs 

-36 

APG65 «Perun» 

-15 

KUV66 «Rousolka» 

-17 

AGK54 «Veles» 

-15 

PRK57-1 «Ovinnik» 

-19 

Rank A /Night 

Enemy - 02 

Malin 

Fallada 

Bird-1 

1320 

40 

1000 

HARTMAN-IP1 Body 

-8 

HARTMAN-2Wheels 

22 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-21 

M-2 SRAM Launcher 

8 

M2A5 «Chip Killer» 

-52 

Rank A /Night 

Enemy - 03 

Chris 

Firth 

Bird-4 

1320 

40 

1000 

KHT-0.279 Body 

-12 

KHT-4Legs 

-36 

APG65 «Perun» 

-15 

KUV66 «Rousalka» 

-17 

EB71 «Sicksa» 

15 

AGK70 «Dogoda» 

-9 

Rank A /Night 

Enemy - 04 

Mathilda 

Carlsen 

Lion-2 

1620 

42 

1000 

PROTON-K7P2 Body 

17 

PR0T0N-2Legs 

-11 

T67 Grenade M.Gun 

-34 

T62 Samurai Steel 

39 

T68 E.M.P. Grenade 

24 

T70 DL-ASV Missile 

-55 

Rank A /Night 

Enemy - 05 

Valerie 

Harker 

Dog-2 

1620 

40 

1000 

HARTMAN-IP1 Body 

-18 

HARTMAN-4Wheels 

15 

SV Drill «Sapper» 

25 

M-7 SRAM Launcher 

-21 

M-l 8 Heavy M.Gun 

-60 

M-9ASV TP-Missile 

-36 

Rank A /Night 

Enemy - 06 

Marsh 

Terence 

Cat-5 

1620 

40 

1000 

CARR0-H8/6 Body 

15 

CARR0-6Wheels 

43 

AMI 7 «Bastoncino» 

-74 

AMI 7 «Bastoncino» 

56 

CA22 «Grandine» 

-21 

AC44 «Difesa» 

3 

Rank A/Night 

Enemy - 07 

Count-D 

Stoker 

Ape-1 

1620 

50 

1100 

PROTON-K7P2 Body 

6 

PR0T0N-2Legs 

-5 

T62 Samurai Steel 

42 

T64 Sawed-off Gun 

-25 

T70DL-ASV Missile 

-24 

PT Hybrid Armor 

15 

Rank A /Night 

Enemy - 08 

Rita 

Vito 

Sheep-1 

1620 

40 

1100 

CARR0-H8/6 Body 

15 

CARR0-6Wheels 

43 

AMI 7 «Bastoncino» 

0 

FA12 «Favilla» 

26 

CA22 «Grandine» 

-51 

AC44 «Difesa» 

-41 

Rank A /Night 

Enemy - 09 

Leonardo 

Pier 

Rat-2 

1620 

40 

1100 

CARRO-H8/6 Body 

-20 

CARR0-6Legs 

43 

LC15 «Tifone» 

10 

PA20 «Camerata» 

0 

EB32 «Nautilo» 

24 

LM15 «Rondine-3» 

18 

Rank A /Night 

Enemy -10 

Franco 

Luise 

Lizard-1 

2110 

50 

1100 

CARR0-H8/6 Body 

36 

CARR0-4Wheels 

64 

LM10«Sagiltario» 

-35 

LM10 «Sagittario» 

-41 

MC41 «Vesuvio» 

-47 

EB32 «Nautilo» 

6 

Rank A /Night 

Enemy -11 

Frey 

Josaphat 

Cat-3 

2110 

40 

1100 

ZWERG-EV.3 Body 

-9 

ZWERG-4Wheels 

46 


7 

SVabwehr Kanone5 

21 

Granalwerfer8/1 

-42 

Zwerg K-Panzerung 

-42 

Rank A/Night 

Enemy -12 

Alfred 

Gustav 

Bird-5 

5940 

45 

1200 

ZWERG-EV.3 Body 

-24 

ZWERG-4Legs 

87 

Maschinenpistolel 7 

-38 

Maschinengewehrl 3 

40 

Granatwerfer8/1 

28 

Eins LFK System2 

-39 

Rank A /Night 

Enemy -13 

Gunther 

Freund 

Rat-1 

8910 

40 

1200 

ZWERG-EV.3 Body 

-12 

ZWERG-2Legs 

29 

Jagdgewehr6 

40 

Maschinengewehrl 3 

-15 

Granalwerfer8/1 

-21 

EMP Granatwerfer 

26 






















































































LONDON 


Title Name Chip Type Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank B / Day 

Area Ranker 

Wai-Lun 

Ya-Ya 

Cat-1 

8810 

50 

1400 

PROT0N-K7P2Body 

20 

PROTO N-2Legs 

-25 

T67 Grenade M.Gun 

27 

T64 Sawed-off Gun 

5 

...... 


T50 Grenade 

56 

Rank B / Day 

Enemy • 00 

Archer 

Timothy 

Shark 

200 

30 

800 

HARTMAN-IP1 Body 

-23 

HARTMAN-4Legs 

2 

M-7 SRAM Launcher 

-14 

M-4 Recoilless Gun 

-15 

M-191 Grenade 

0 

M2A5 «Chip Killer» 

-18 

Rank B / Day 

Enemy • 01 

Nick-G 

Horace 

Cat-4 

680 

40 

800 

HARTMAN-IP1 Body 

0 

HARTMAN-2Wheels 

74 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-11 

M-2 SRAM Launcher 

-18 

. 


Rank B / Day 

Enemy • 02 

Raheem 

Zuwarah 

Lizard-2 

790 

30 

800 

ZWERG-EV.3 Body 

-15 

ZWERG-4Legs 

-1 

Maschinenpistolel 7 

-3 

Maschinenpistolel 7 

-12 

...... 


. 


Rank B / Day 

Enemy - 03 

Eline 

Brun 

Turtle 

790 

30 

800 

ZWERG-EV.3 Body 

-24 

ZWERG-2Legs 

-1 

EMP Lahmung Faust 

-18 

Maschinengewehrl 3 

-17 

Zwei LFK System5 

-14 

Maschinengewehr9 

-14 

Rank B / Day 

Enemy • 04 

Bertha 

Willow 

Wolf-2 

900 

30 

800 

CARRO-H8/6 Body 

-1 

CARRO-2Legs 

0 

FA12 «Favilla» 

-7 

AMI 7 «Bastoncino» 

0 

...... 


MC41 «Vesuvio» 

-15 

Rank B / Day 

Enemy • 05 

Blindman 

Boss 

Dog-5 

900 

30 

800 

ZWERG-EV.3 Body 

-35 

ZWERG-Road Roller 

78 

Maschinengewehrl 3 

-14 

SVabwehr Kanone5 

-14 

Eins LFK System2 

-16 

Zwei LFK System5 

-16 

Rank B / Day 

Enemy • 06 

Django 

Loredana 

Bird-4 

900 

35 

800 

CARR0-H8/6 Body 

8 

CARR0-6Wheels 

36 

FA12 «Favilla» 

-50 

CG25 «Diavolo» 

4 

CA22 «Grandine» 

-45 

LM15 «Rondine-3» 

-25 

Rank B / Day 

Enemy • 07 

Giuliano 

Phil 

Bear-2 

900 

35 

900 

ZWERG-EV.3 Body 

-22 

ZWERG-4Baller 

78 

Maschinenpistolel 7 

-41 

EMB Karabiner9/8 

-11 

...... 


Maschinengewehr9 

-12 

Rank B / Day 

Enemy • 08 

Cho-#l 

Morgan 

Rabbit-1 

900 

30 

900 

KHT-0.279 Body 

-27 

KHT-4Legs 

2 

SV68 «Nikolayev» 

-60 

CP42 «Gobalevsky» 

-13 

EB71 «Sicksa» 

-11 

AGK54 «Veles» 

-18 

Rank B / Day 

Enemy - 09 

Donna 

Rusler 

Lion-1 

900 

40 

900 

KHT-0.279 Body 

-20 

KHT-4Wheels 

71 

APG65 «Perun» 

14 

KUV66 Rousalka 

-21 

EB71 «Sicksa» 

31 

AGK70 «Dogoda» 

14 

Rank B / Day 

Enemy -10 

Yulian 

Tejkh 

Cat-2 

900 

30 

900 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

81 

APG65 «Perun» 

-71 

CP42 «Gobalevsky» 

-69 

PRK57-1 «0vinnik» 

0 

PRK57-1 «0vinnik» 

5 

Rank B / Day 

Enemy -11 

Carroll 

Toby 

Dolphin 

900 

30 

900 

PROTON-K7P2Body 

0 

PROTO N-3Wheels 

42 

T62 Samurai Steel 

-11 

T67 Grenade M.Gun 

-54 

...... 

- 

...... 


Rank B / Day 

Enemy -12 

Hopkins 

Paxton 

Rat-1 

3420 

30 

1000 

PROTON-K7P2 Body 

9 

PROTO N-6Legs 

-8 

T64 Sawed-off Gun 

15 

T64 Sawed-off Gun 

29 

T54 30mm Chain Gun 

-46 

T54 30mm Chain Gun 

-16 

Rank B / Day 

Enemy -13 

Ayano 

Gamma 

Wolf-1 

6090 

40 

1000 

PROTON-K7P2Body 

0 

PROTO N-4Wheels 

61 

T62 Samurai Steel 

1 

T53 Assault Rifle 

-6 

T57ASV Missile 

14 

T70 DL-ASV Missile 

-12 


Rank B / Night 

Area Ranker 

Gomer 

Sargel 

Horse-1 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-Crawler 

-23 

M-32 Assault Rifle 

85 

M-7 SRAM Launcher 

62 

M-2 SRAM Launcher 

52 

M2A5 «Chip Killers 

-49 

Rank B / Night 

Enemy - 00 

Susan 

Logger 

Bird-6 

200 

30 

800 

PROTON-K7P2 Body 

0 

PR0T0N-4Wheels 

32 

T67 Grenade M.Gun 

-18 

T67 Grenade M.Gun 

-54 

T57ASV Missile 

-14 

T54 30mm Chain Gun 

-87 

Rank B / Night 

Enemy - 01 

Ayano 

Gamma 

Bird-6 

680 

40 

800 

PROTON-K7P2Body 

0 

PR0T0N-4Wheels 

61 

T62 Samurai Steel 

1 

T53 Assault Rifle 

-6 

T57ASV Missile 

14 

T70 DL-ASV Missile 

-12 

Rank B / Night 

Enemy - 02 

Gray 

Kuehle 

Bird-6 

790 

30 

800 

ZWERG-EV.3 Body 

10 

ZWERG-4Baller 

40 

EMP Lahmung Faust 

-10 

Maschinengewehrl 3 

-19 

Eins LFK System2 

-20 


- 

Rank B / Night 

Enemy - 03 

Heinrich 

Grot 

Bird-6 

790 

35 

800 

ZWERG-EV.3 Body 

7 

ZWERG-2Legs 

11 

Schmelzen Faust 

-32 

Maschinengewehrl 3 

-17 

RaketenwerferlO 

23 

Eins LFK System2 

-43 

Rank B / Night 

Enemy - 04 

Irvin 

Todd 

Bird-6 

900 

35 

800 

CARR0-H8/6 Body 

-10 

CARR0-2Wheels 

30 

LC15 «Tifone» 

28 

FA12 «Favilla» 

24 

...... 

- 

EB32 «Nautilo» 

-17 

Rank B / Night 

Enemy - 05 

Boltro 

Fernando 

Cat-3 

900 

40 

800 

CARR0-H8/6 Body 

5 

CARR0-6Legs 

-2 

LM10«Sagittario» 

27 

FA12 «Favilla» 

21 

LG28 «Fionda» 

43 

CA22 ((Grandines 

13 

Rank B / Night 

Enemy - 06 

P-Soo 

Da-Nang 

Dog-5 

900 

30 

800 

CARR0-H8/6 Body 

0 

CARR0-2Legs 

-3 

FA12 «Favilla» 

-29 

FL30 «Cacciatore» 

41 

...... 

- 

MC41 «Vesuvio» 

-16 

Rank B / Night 

Enemy - 07 

Tan-Hung 

Lang-Co 

Fish-1 

900 

30 

900 

KHT-0.279 Body 

-25 

KHT-Road Roller 

41 

KUV66 «Rousalka» 

-20 

KUV66 ((Rousalka* 

-13 

...... 

- 

PRK57-1 «Ovinnik» 

23 

Rank B / Night 

Enemy - 08 

Duc-Hu 

Phu-Bai 

Shark 

900 

30 

900 

KHT-0.279 Body 

-8 

KHT-2Legs 

1 

SV68 ((Nikolayev» 

-12 

KUV66 «Rousalka» 

-18 

KB67 «Krukis» 

-17 

EB71 «Sicksa» 

-14 

Rank B / Night 

Enemy - 09 

Ngoc-Le 

Huong 

Cat-2 

900 

45 

900 

KHT-0.279 Body 

-14 

KHT-4Legs 

2 

SV68 «Nikolayev» 

58 

PPk51 «Kirsanoff» 

-10 

...... 

- 

AGK70 «Dogoda» 

-20 

Rank B / Night 

Enemy -10 

Sball 

Sarge5 

Wolf-2 

900 

30 

900 

HARTMAN-IP1 Body 

-5 

HARTMAN-2Wheels 

4 

M-32 Assault Rifle 

-27 

M-7 SRAM Launcher 

-44 

M-l 8 Heavy M.Gun 

-30 


- 

Rank B / Night 

Enemy -11 

Animal 

Sarge4 

Wolf-1 

900 

35 

900 

HARTMAN-IP1 Body 

3 

HARTMAN-Crawler 

-25 

M217 Chain Gun 

13 

M-4 Recoilless Gun 

-53 

M-2 SRAM Launcher 

-36 

M-l8 Heavy M.Gun 

-42 

Rank B / Night 

Enemy -12 

Cowboy 

Sarge3 

Bird-4 

3420 

35 

1000 

HARTMAN-IP1 Body 

-4 

HARTMAN-4Legs 

2 

M-32 Assault Rifle 

27 

SV Drill ((Sappers 

-12 

...... 

- 

M2A5 ((Chip Killers 

-12 

Rank B / Night 

Enemy -13 

Joker 

Sarge2 

Dog-4 

6090 

30 

1000 

HARTMAN-IP1 Body 

12 

HARTMAN-4Legs 

-18 

M-32 Assault Rifle 

50 

M-2019 Commercial 

-32 

M-2 SRAM Launcher 

37 

M2A5 «Chip Killers 

-32 
















































































LONDON 


Title Name Chip Type JJq® Lv. ^ Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank C / Day 

Area Ranker 

PerkyPat 

Connie 

Shark 

6000 

40 

1100 

HARTMAN-IP1 Body 

-15 

HARTMAN-2Legs 

-2 

M-4 Retoilless Gun 

18 

M-7 SRAM Launcher 

-18 

M-2 SRAM Launcher 

25 

M2A5 "Chip Killer" 

49 

RankC/Day 

Enemy • 00 

Sharifa 

VT-H139 

Wolf-1 

490 

20 

500 

PR0T0N-K7P2Body 

-35 

PROTON-HoverJet 

58 

T67 Grenade M.Gun 

-5 

T62 Samurai Steel 

-12 

T50 Grenade 

-3 

. 


Rank C / Day 

Enemy • 01 

Ramzi 

VT-R6427 

Bear-2 

490 

20 

500 

HARTMAN-IP1 Body 

-73 

HARTMAN-Crawler 

24 

M-2019 Commercial 

-35 

M-2019 Commercial 

-24 

M-l 8 Heavy M.Gun 

0 

M-l 8 Heavy M.Gun 

0 

Rank C / Day 

Enemy • 02 

Carine 

Yvon 

Lizard-1 

530 

20 

500 

CARR0-H8/6 Body 

-28 

CARR0-4Legs 

-2 

LC15 "Tifone" 

-15 

PA20 "Camerata" 

-13 

LM15 "Rondine-3" 

-17 

MC41 "Vesuvio" 

-17 

RankC/Day 

Enemy - 03 

Olabisi 

Sadiki 

Dog-4 

530 

20 

500 

CARR0-H8/6 Body 

-10 

CARR0-2Wheels 

61 

RA12 "Favilla" 

-22 

FL30 "Cacciatore" 

31 

CA22 "Grandine" 

-44 

. 


Rank C / Day 

Enemy • 04 

Malhotra 

Rajnish 

Giraffe 

560 

20 

500 

ZWERG-EV.3 Body 

-11 

ZWERG-4Baller 

10 

SVabwehr Kanone5 

-11 

SVabwehr Kanone5 

-7 

EMP Granatwerfer 

0 

Eins LFK System2 

-7 

RankC/Day 

Enemy • 05 

Filippo 

Nino 

Giraffe 

560 

25 

500 

ZWERG-EV.3 Body 

-3 

ZWERG-4Legs 

0 

EMB Karabiner9/8 

-12 

SVabwehr Kanone5 

0 

...... 


. 


RankC/Day 

Enemy • 06 

Kwende 

Tumpe 

Bird-3 

560 

30 

500 

PR0T0N-K7P2Body 

-15 

PR0T0N-6Legs 

0 

T62 Samurai Steel 

-9 

T57 Chain Gun 

-15 

...._ 

- 

T54 30mm Chain Gun 

-8 

Rank C / Day 

Enemy • 07 

Anny 

Gotho 

Rhino 

560 

20 

600 

ZWERG-EV.3 Body 

-26 

ZWERG-2Legs 

-1 

Maschinenpistolel 7 

-19 

EMP Lahmung Faust 

-16 

Eins LFK System2 

-16 

EMP Granatwerfer 

-20 

RankC/Day 

Enemy • 08 

Ge-John 

Lanner 

Lizard-1 

560 

25 

600 

ZWERG-EV.3 Body 

-8 

ZWERG-2Wheels 

0 

SVabwehr Kanone5 

-10 

Maschinenpistolel 7 

0 

Eins LFK System2 

-13 

. 


RankC/Day 

Enemy - 09 

Murashko 

Nevsky 

Dog-3 

560 

20 

600 

KHT-0.279 Body 

0 

KHT-Road Roller 

0 

PRK69-2 "Polevik" 

-5 

CP42 "Gobalevsky" 

-2 

AGK54 "Veles" 

-7 

KB67 "Krukis" 

0 

Rank C / Day 

Enemy -10 

Elpidia 

Ensign 

Wolf-2 

600 

20 

600 

KHT-0.279 Body 

-3 

KHT-4Wheels 

0 

KPk54 "Kuznetsov" 

-7 

PPk51 "Kirsanoff" 

-8 

...... 


AGK54 "Veles" 

-10 

RankC/Day 

Enemy -11 

Artemyev 

Cliff 

Tiger 

600 

25 

600 

KHT-0.279 Body 

-19 

KHT-Single Bailer 

0 

KUV66 "Rousalka" 

-2 

CP42 "Gobalevsky" 

0 

AGK54 "Veles" 

-11 

. 


Rank C / Day 

Enemy -12 

Hoppy-H 

Walt 

Rabbit-2 

1340 

20 

700 

HARTMAN-IP1 Body 

-11 

HARTMAN-6Wheels 

0 

M-2019 Commercial 

-14 

SV Drill "Sapper" 

-6 

...... 


MC Composite Armor 

0 

RankC/Day 

Enemy -13 

Louis 

Stanton 

Dog-5 

3330 

30 

700 

HARTMAN-IP1 Body 

-45 

HARTMAN-2Wheels 

78 

M-32Assaub Rifle 

-15 

M-2019 Commercial 

-20 

M-l91 Grenade 

-13 

. 



RankC/Night 

Enemy - 00 

Patrick 

Valk 

Wolf-2 

490 

20 

500 

KHT-0.279 Body 

-14 

KHT-4Wheels 

80 

SV68 «Nikolayev» 

-30 

KUV66 «Rousalka» 

0 

...... 

- 

EB71 «Sicksa» 

0 

RankC/Night 

Enemy - 01 

Izumi 

Waka 

Fish-1 

490 

20 

500 

KHT-0.279 Body 

-30 

KHT-4Wheels 

81 

KUV66 Rousalka* 

0 

PPk51«Kirsanoff* 

-6 

PRK57-1 ((Ovinnik* 

0 

AGK70 «Dogoda» 

0 

RankC/Night 

Enemy - 02 

Fering 

Karla 

Cat-3 

530 

25 

500 

PR0T0N-K7P2 Body 

-19 

PR0T0N-4Legs 

-3 

T53 Assault Rifle 

-20 

T62 Samuroi Steel 

-14 

T57ASV Missile 

-14 

T50 Grenade 

-13 

RankC/Night 

Enemy - 03 

Abena 

Cinque 

Bear-2 

530 

20 

500 

PR0T0N-K7P2 Body 

-10 

PR0T0N-2Legs 

4 

T48 Machine Pistol 

-18 

T64 Sawed-off Gun 

-12 

T54 30mm Chain Gun 

-16 

T57ASV Missile 

-17 

RankC/Night 

Enemy - 04 

Grossman 

Zik-Zak 

Dog-4 

560 

25 

500 

PR0T0N-K7P2 Body 

10 

PROTON-HoverJet 

45 

T53 Assault Rifle 

-68 

T48 Machine Pistol 

-11 

...... 

- 

T50 Grenade 

-20 

RankC /Night 

Enemy - 05 

Bryce 

BlipVert 

Horse-2 

560 

20 

500 

HARTMAN-IP1 Body 

7 

HARTMAN-4Wheels 

-1 

M-7 SRAM Launcher 

-11 

M-2019 Commercial 

-17 

M-l91 Grenade 

-19 

— 


RankC/Night 

Enemy - 06 

Theora 

BlankReg 

Turtle 

560 

20 

500 

PR0T0N-K7P2 Body 

-20 

PR0T0N-3Wheels 

5 

T67 Grenade M.Gun 

-15 

T67 Grenade M.Gun 

-18 

T57ASV Missile 

-15 

...... 

- 

RankC /Night 

Enemy - 07 

Edison 

Max-HR 

Dog-4 

560 

30 

600 

PR0T0N-K7P2 Body 

-10 

PR0T0N-3Wheels 

34 

T53 Assault Rifle 

-11 

T48 Machine Pistol 

-13 

T50 Grenade 

-11 

T54 30mm Chain Gun 

-16 

RankC/Night 

Enemy - 08 

Anny 

Gotho 

Rhino 

560 

20 

600 

ZWERG-EV.3 Body 

-26 

ZWERG-2Legs 

-1 

Maschinenpistolel 7 

-19 

EMP Lahmung Faust 

-16 

Eins LFK System2 

-16 

EMP Granatwerfer 

-20 

RankC/Night 

Enemy - 09 

Garga 

Dietze 

Lizard-1 

560 

20 

600 

ZWERG-EV.3 Body 

-8 

ZWERG-2Wheels 

11 

Maschinengewehrl 3 

-19 

Maschinenpistolel 7 

-20 

Eins LFK System2 

-12 

_.... 

- 

RankC/Night 

Enemy -10 

Ge-John 

Lanner 

Lion-1 

600 

25 

600 

ZWERG-EV.3 Body 

20 

ZWERG-4Wheels 

10 

Maschinengewehrl 3 

-13 

Maschinenpistolel 7 

-11 

Zwerg K-Ponzerung 

-13 

___ 


RankC/Night 

Enemy -11 

PeTe 

BiGbIG 

Cat-3 

600 

25 

600 

KHT-0.279 Body 

-5 

KHT-Single Bailer 

33 

APG65 «Perun» 

-18 

CP42 «Gobalevsky» 

-11 

...... 

- 

KB67 ((Krukis* 

-15 

RankC/Night 

Enemy -12 

GeOrGiE 

MoLoKo 

Cat-1 

1340 

25 

700 

KHT-0.279 Body 

-5 

KHT-4Wheels 

25 

CP42 «Gobalevsky» 

-11 

KUV66 ((Rousalka* 

-11 

...... 

- 

PRK57-1 «Ovinnik» 

-99 

RankC /Night 

Enemy -13 

DiM 

Doobi 

Cat-5 

3330 

25 

700 

KHT-0.279 Body 

-5 

KHT-4Legs 

33 

KPk54 «Kuznelsov» 

-18 

CP42 ((Gobalevsky* 

-11 

PRK57-1 ((Ovinnik* 

0 

KB67 ((Krukis* 

-15 

RankC/Night 

Enemy -13 

Whemple 

Zita 

Wolf-1 

3330 

30 

700 

CARR0-H8/6 Body 

28 

CARR0-6Legs 

26 

FL30 "Cacciatore" 

-18 

LC15 "Tifone" 

35 

AC44 "Difesa" 

0 

AC44 "Difesa" 

0 















































































LONDON 


Title Name Chip Type Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank D / Day 

Area Ranker 

Lucky 

Kid-A 

Bear-2 

3150 

30 

1000 

HARTMAN-IP1 Body 

-50 

HARTMAN-2Legs 

5 

M-32 Assault Rifle 

7 

M-32 Assault Rifle 

10 

M-191 Grenade 

-7 

M-2 SRAM Launcher 

-21 

Rank D / Day 

Enemy • 00 

Frederic 

VT-D3692 

Dog-4 

240 

10 

400 

CARR0-H8/6 Body 

-34 

CARR0-2Wheels 

40 

FL30 «Cacciatore» 

-12 

FL30 «Cacciatore» 

-8 

LM15 «Rondine-3» 

-16 

CA22 «Grandine» 

-22 

Rank D / Day 

Enemy • 01 

Dudarova 

VT-B1585 

Cat-2 

240 

10 

400 

HARTMAN-IP1 Body 

-40 

HARTMAN-2Wheels 

56 

M-32 Assault Rifle 

-12 

M-2019 Commercial 

10 

M-18HeavyM.Gun 

0 

M-2 SRAM Launcher 

0 

Rank D / Day 

Enemy • 02 

Jeremy 

VT-17425 

Lion-1 

290 

10 

400 

ZWERG-EV.3 Body 

-55 

ZWERG-2Legs 

40 

Maschinengewehrl 3 

14 

EMP Lahmung Faust 

-31 

Granatwerfer8/1 

0 

Eins LFK System2 

0 

Rank D / Day 

Enemy • 03 

Patsy 

VT-M174 

Rhino 

290 

10 

400 

PROTON-K7P2Body 

-30 

PROTO N-2Legs 

-30 

T48 Machine Pistol 

-10 

T53 Assault Rifle 

-40 

T54 30mm Chain Gun 

-12 

T50 Grenade 

0 

Rank D / Day 

Enemy • 04 

Simon 

Flash 

Dolphin 

320 

10 

400 

CARRO-H8/6 Body 

-48 

CARR0-2Legs 

49 

AM17«Bastoncino» 

-12 

FA12«Favilla» 

-87 

LM15 «Rondine-3» 

-12 

. 


Rank D / Day 

Enemy • 05 

Osman 

Lazy 

Bird-4 

320 

10 

400 

HARTMAN-IP1 Body 

-40 

HARTMAN-2Legs 

44 

M-7 SRAM Launcher 

-22 

M-7 SRAM Launcher 

-13 

...... 


M-l8 Heavy M.Gun 

-16 

Rank D / Day 

Enemy • 06 

Bernard 

Asphalt 

Cat-2 

320 

15 

400 

PROTON-K7P2Body 

-30 

PROTO N-6Legs 

41 

T53 Assault Rifle 

-24 

T53 Assault Rifle 

-20 

T57ASV Missile 

0 

T50 Grenade 

0 

Rank D / Day 

Enemy • 07 

Brett 

Young 

Dog-4 

320 

20 

500 

CARRO-H8/6 Body 

-33 

CARR0-4Wheels 

78 

LM10 «Sagiltario» 

0 

LM10 «Sagittario» 

0 

CA22 «Grandine» 

-24 

CA22 «Grandine» 

-18 

Rank D / Day 

Enemy • 08 

Cheryl 

Voxy 

Horse-2 

320 

10 

500 

CARR0-H8/6 Body 

-30 

CARR0-2Wheels 

48 

LC15 «lifone» 

-28 

FA12 «Favilla» 

-59 

CA22 «Grandine» 

-22 

CA22 «Grandine» 

-23 

Rank D / Day 

Enemy - 09 

Melissa 

Kadett 

Shark 

320 

10 

500 

ZWERG-EV.3 Body 

-48 

ZWERG-4Legs 

10 

Maschinenpistolel 7 

-20 

Maschinengewehrl 3 

0 

Eins LFK System2 

0 

_.... 


Rank D / Day 

Enemy -10 

Emma 

Waffle 

Bird-7 

350 

15 

500 

KHT-0.279 Body 

-32 

KHT-Single Bailer 

56 

PPk51 «Kirsanoff» 

-6 

PPk51 «Kirsanoff» 

-13 

PRK57-1 «0vinnik» 

-29 

. 


Rank D / Day 

Enemy -11 

Gale 

Mellow 

Pig 

350 

15 

500 

KHT-0.279 Body 

-34 

KHT-2Wheels 

48 

SV68 «Nikolayev» 

-35 

APG65 «Perun» 

-21 

AGK54 «Veles» 

-2 

EB71 «Sicksa» 

-3 

Rank D / Day 

Enemy -12 

BlEnDa 

cEvIn 

Cat-1 

840 

15 

600 

HARTMAN-IP1 Body 

-29 

HARTMAN-4Wheels 

38 

SV Drill «Sapper» 

-15 

M-7 SRAM Launcher 

-17 

M-191 Grenade 

-11 

M-l8 Heavy M.Gun 

-19 

Rank D / Day 

Enemy -13 

Sivap 

Kodi 

Wolf-1 

1440 

20 

600 

ZWERG-EV.3 Body 

-10 

ZWERG-4Baller 

55 

Maschinengewehrl 3 

-18 

Maschinengewehrl 3 

-11 

...... 


Eins LFK System2 

-14 


Rank D / Night 

Area Ranker 

RoTtEn 

MaLcOlM 

Lizard-3 

3150 

33 

1000 

CARRO-H8/6 Body 

-5 

CARR0-4Wheels 

3 

AMI 7 «Bastoncino» 

24 

LM10 «Sagittario» 

27 

...... 

- 

CA22 «Grandine» 

3 

Rank D / Night 

Enemy - 00 

Shelley 

Fast 

Rat-1 

240 

12 

400 

ZWERG-EV.3 Body 

-40 

ZWERG-2Wheels 

71 

Maschinenpistolel 7 

3 

Maschinengewehrl 3 

-22 

Eins LFK System2 

0 

Maschinengewehr9 

12 

Rank D / Night 

Enemy - 01 

Pursey 

Hersham 

Lizard-1 

240 

12 

400 

KHT-0.279 Body 

-23 

KHT-2Wheels 

86 

CP42 «Gobalevsky» 

21 

CP42 «Gobalevsky» 

-21 

...... 

- 



Rank D / Night 

Enemy - 02 

MeLoDy 

IgNiTe 

Fish-1 

290 

10 

400 

ZWERG-EV.3 Body 

-36 

ZWERG-4Wheels 

45 

Maschinengewehrl 3 

-11 

Maschinengewehrl 3 

-22 

...... 

- 

Eins LFK System2 

-10 

Rank D / Night 

Enemy - 03 

JeT-GiRl 

PlAn9 

Turtle 

290 

10 

400 

PR0TON-K7P2 Body 

-36 

PROTON-HoverJet 

76 

T53 Assault Rifle 

-31 

T62 Samurai Steel 

21 

...... 

- 

PT Hybrid Armor 

0 

Rank D / Night 

Enemy - 04 

DiScOmAn 

NeW-RoSe 

Bird-3 

320 

12 

400 

HARTMAN-IP1 Body 

-31 

HARTMAN-4Wheels 

45 

M-7 SRAM Launcher 

-56 

M-32 Assault Rifle 

-25 

M-l 8 Heavy M.Gun 

-57 

MC Composite Armor 

-12 

Rank D / Night 

Enemy - 05 

JeT-BoY 

SmAsH2 

Rat-2 

320 

18 

400 

CARR0-H8/6 Body 

-35 

CARR0-4Wheels 

50 

FL30 «Cacciatore» 

-7 

PA20 «Camerata» 

-22 

AC44 «Difesa» 

-16 

CA22 «Grandine» 

-26 

Rank D / Night 

Enemy - 06 

Junco 

Topper 

Dog-3 

320 

10 

400 

CARR0-H8/6 Body 

-36 

CARR0-2Wheels 

46 

PA20 «Camerata» 

-6 

FA12 «Favilla» 

-45 

LM15 «Rondine-3» 

-16 



Rank D/ Night 

Enemy - 07 

Rudie 

Simonon 

Lion-2 

320 

10 

500 

PROTON-K7P2 Body 

-40 

PR0T0N-6Legs 

42 

T64 Sawed-off Gun 

-14 

T48 Machine Pistol 

22 

...... 

- 

T50 Grenade 

0 

Rank D / Night 

Enemy - 08 

Julie 

Mick 

Ape-3 

320 

10 

500 

CARR0-H8/6 Body 

-29 

CARR0-6Legs 

3 

LM10 ccSagittario)) 

-17 

FA12 «Favilla» 

-59 

CA22 «Grandine» 

-10 


- 

Rank D / Night 

Enemy - 09 

White 

Strummer 

Pig 

320 

18 

500 

KHT-0.279 Body 

-24 

KHT-4Wheels 

80 

APG65 «Perun» 

-34 

SV68 «Nikolayev» 

-40 

PRK57-1 «Ovinnik» 

-20 

...... 


Rank D / Night 

Enemy -10 

ViCiOuS 

SpUnGeN 

Bird-7 

350 

15 

500 

KHT-0.279 Body 

-3 

KHT-2Wheels 

48 

SV68 «Nikolayev» 

-25 

KUV66 «Rousalka» 

-12 

...... 

- 


- 

Rank D / Night 

Enemy -11 

MaTlOk 

RiCh 

Sheep-1 

350 

12 

500 

HARTMAN-IP1 Body 

-45 

HARTMAN-2Wheels 

48 

SV Drill «Sapper» 

-20 

M-7 SRAM Launcher 

-56 

...... 

- 

M-2 SRAM Launcher 

0 

Rank D / Night 

Enemy -12 

CoOk 

AnArChY 

Dolphin 

840 

12 

600 

HARTMAN-IP1 Body 

-5 

HARTMAN-2Legs 

0 

M-32 Assault Rifle 

-13 

M-7 SRAM Launcher 

-4 

M-2 SRAM Launcher 

-14 

MC Composite Armor 

0 

Rank D / Night 

Enemy -13 

StEvE 

QuEeN 

Cat-5 

1440 

20 

600 

ZWERG-EV.3 Body 

-15 

ZWERG-4Baller 

71 

Schmelzen Faust 

31 

Maschinenpistolel 7 

-22 

...... 

- 


- 




















































































LONDON 


Title Name Chip Type Jjg® Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank Free/Day 

Enemy • 00 

0noda-3 

KenKen6 

Dog-3 

290 

10 

400 

PR0T0N-K7P2Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 

. 


Rank Free / Day 

Enemy • 01 

Dudarova 

VT-B1585 

Cat-2 

240 

10 

400 

HARTMAN-IP1 Body 

-40 

HARTMAN-2Wheels 

56 

M-32 Assault Rifle 

-12 

M-2019 Commercial 

10 

M-18 Heavy M.Gun 

0 

M-2 SRAM Launcher 

0 

Rank Free/Day 

Enemy • 02 

Jeremy 

VT-17425 

Lion-1 

290 

10 

400 

ZWERG-EV.3 Body 

-55 

ZWERG-2Legs 

40 

Maschinengewehrl 3 

14 

EMP Lahmung Faust 

-31 

Granatwerfer8/1 

0 

Eins LFK System2 

0 

Rank Free / Day 

Enemy - 03 

Chi-Hung 

Cho-Cho 

Cat-5 

320 

20 

500 

PR0T0N-K7P2Body 

-23 

PR0T0N-6Legs 

-20 

T53 Assault Rifle 

-34 

T53 Assault Rifle 

-34 

T57ASV Missile 

0 

T54 30mm Chain Gun 

-34 

Rank Free /Day 

Enemy - 04 

Brett 

Young 

Dog-4 

320 

20 

500 

CARR0-H8/6 Body 

-33 

CARR0-4Wheels 

78 

LM10«Sagittario» 

0 

LM10«Sagittario» 

0 

CA22 «Grandine» 

-24 

CA22 «Grandine» 

-18 

Rank Free / Day 

Enemy - 05 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Konone5 

-19 

Eins LFK Syslem2 

-20 

EMP Granatwerfer 

-10 

Rank Free/Day 

Enemy • 06 

Fering 

Karla 

Cat-3 

530 

25 

500 

PR0T0N-K7P2Body 

-19 

PR0T0N-4Legs 

-3 

T53 Assault Rifle 

-20 

T62 Samurai Steel 

-14 

T57ASV Missile 

-14 

T50 Grenade 

-13 

Rank Free / Day 

Enemy • 07 

Calvin 

Niccy 

Bird-4 

1340 

25 

700 

CARR0-H8/6 Body 

3 

CARR0-4Wheels 

21 

PA20 «Camerata» 

-11 

FA12 «Favilla» 

-14 

CA22 «Grandine» 

-90 

. 


Rank Free/Day 

Enemy • 08 

Angeli 

Maarzo 

Rabbit-2 

3330 

30 

700 

CARR0-H8/6 Body 

0 

CARR0-6Legs 

-5 

FA12 «Favilla» 

-14 

FA12 «Favilla» 

-65 

CA22 «Grandine» 

-84 

LG28 «Fionda» 

-14 

Rank Free / Day 

Enemy • 09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 «Perun» 

-13 

APG65 «Perun» 

-15 

PRK57-1 «0vinnik» 

-99 

PRK57-1 «0vinnik» 

-21 

Rank Free /Day 

Enemy -10 

Yulian 

Tejkh 

Cat-2 

900 

30 

900 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

81 

APG65 «Perun» 

-71 

CP42 «Gobalevsky» 

-69 

PRK57-1 «0vinnik» 

0 

PRK57-1 «0vinnik» 

5 

Rank Free / Day 

Enemy -11 

Carroll 

Toby 

Dolphin 

900 

30 

900 

PR0T0N-K7P2Body 

0 

PR0T0N-3Wheels 

42 

T62 Samurai Steel 

-11 

T67 Grenade M.Gun 

-54 

...... 


. 


Rank Free/Day 

Enemy -12 

Kouji 

Sachi 

Dog-5 

1620 

40 

1000 

ZWERG-EV.3 Body 

-1 

ZWERG-Road Roller 

14 

Maschinenpistolel 7 

-25 

Maschinenpistolel 7 

-44 

Maschinengewehr9 

11 

Eins LFK System2 

-8 

Rank Free / Day 

Enemy -13 

Alan 

Tin-Tin 

Dog-3 

2110 

45 

1100 

HARTMAN-IP1 Body 

-5 

HARTMAN-4Wheels 

43 

M-4 Recoilless Gun 

-55 

M-7 SRAM Launcher 

11 

M-191 Grenade 

-20 

M-9ASV TP-Missile 

16 

Rank Free/Day 

Enemy -14 

Lucky 

Kid-A 

Bear-2 

3150 

30 

1000 

HARTMAN-IP1 Body 

-50 

HARTMAN-2Legs 

5 

M-32 Assault Rifle 

7 

M-32 Assault Rifle 

10 

M-191 Grenade 

-7 

M-2 SRAM Launcher 

-21 

Rank Free / Day 

Enemy -15 

RoTlEn 

MaLcOlM 

Lizard-3 

3150 

33 

1000 

CARR0-H8/6 Body 

-5 

CARR0-4Wheels 

3 

AM17 «Bastoncino» 

24 

LM10«Sagittario» 

27 

...._ 

- 

CA22 «Grandine» 

3 

Rank Free/Day 

Enemy -16 

Luigi 

WachsB 

Bear-3 

6000 

40 

1100 

CARR0-H8/6 Body 

-5 

CARR0-4Wheels 

23 

FA12 «Favilla» 

30 

FA12 «Favilla» 

40 

...... 


CA22 «Grandine» 

65 

Rank Free / Day 

Enemy -17 

Patrick 

Valk 

Wolf-2 

490 

20 

500 

KHT-0.279 Body 

-14 

KHT-4Wheels 

80 

SV68 «Nikolayev» 

-30 

KUV66 Rousalka 

0 

...... 

- 

EB71 «Sicksa» 

0 

Rank Free/Day 

Enemy -18 

Wai-Lun 

Ya-Ya 

Cat-1 

8810 

50 

1400 

PR0T0N-K7P2Body 

20 

PR0T0N-2Legs 

-25 

T67 Grenade M.Gun 

27 

T64 Sawed-off Gun 

5 

...... 

- 

T50 Grenade 

56 

Rank Free / Day 

Enemy -19 

Gomer 

Sargel 

Horse-1 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-Crawler 

-23 

M-32 Assault Rifle 

85 

M-7 SRAM Launcher 

62 

M-2 SRAM Launcher 

52 

M2A5 «Chip Killers 

-49 

Rank Free/Day 

Enemy - 20 

Virgil 

Hiram-K 

Bear-3 

12050 

60 

1600 

CARR0-H8/6 Body 

20 

CARR0-4Wheels 

43 

FL30 «Cacciatore» 

31 

IA52 «Giavellotto» 

8 

LG28 «Fionda» 

-94 

SM26 «Temporale» 

-45 

Rank Free / Day 

Enemy - 21 

Erich 

U-Fa 

Ape-2 

12050 

60 

1600 

ZWERG-EV.3 Body 

10 

ZWERG-4Legs 

6 

SVabwehr Kanone5 

35 

Rakelenkanone6/l 

-15 

Granatwerfer8/1 

-84 

Eins LFK System2 

71 















































LONDON 


Title Name Chip Type Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank Free/Night 

Enemy 

00 

0noda-3 

KenKen6 

Dog-3 

290 

10 

400 

PROTON-K7P2Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 

. 


Rank Free /Night 

Enemy 

01 

Wong 

Wai-Wai 

Rabbit-1 

320 

15 

500 

HARTMAN-IP1 Body 

-57 

HARTMAN-4Wheels 

45 

SV Drill «Sapper» 

-32 

M-7 SRAM Launcher 

-15 

MC Composite Armor 

-13 

M-191 Grenade 

0 

Rank Free/Night 

Enemy 

02 

Pursey 

Hersham 

Lizard-1 

240 

12 

400 

KHT-0.279 Body 

-23 

KHT-2Wheels 

86 

CP42 «Gobalevsky» 

21 

CP42 «Gobalevsky» 

-21 

...... 


...... 


Rank Free/Night 

Enemy 

03 

MeLoDy 

IgNiTe 

Eish-1 

290 

10 

400 

ZWERG-EV.3 Body 

-36 

ZWERG-4Wheels 

45 

Maschinengewehrl 3 

-11 

Maschinengewehrl 3 

-22 

...... 


Eins LFK System2 

-10 

Rank Free/Night 

Enemy 

04 

JeT-BoY 

SmAsH2 

Rat-2 

320 

18 

400 

CARR0-H8/6 Body 

-35 

CARR0-4Wheels 

50 

FL30 «Cacciatore» 

-7 

PA20 «Camerata» 

-22 

AC44 «Difesa» 

-16 

CA22 «Grandine» 

-26 

Rank Free/Night 

Enemy 

05 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK Syslem2 

-20 

EMP Granatwerfer 

-10 

Rank Free/Night 

Enemy 

06 

Fering 

Karla 

Cat-3 

530 

25 

500 

PROTON-K7P2Body 

-19 

PROTO N-4Legs 

-3 

T53 Assault Rifle 

-20 

T62 Samurai Steel 

-14 

T57ASV Missile 

-14 

T50 Grenade 

-13 

Rank Free /Night 

Enemy 

07 

Ge-John 

Lanner 

Lion-1 

600 

25 

600 

ZWERG-EV.3 Body 

20 

ZWERG-4Wheels 

10 

Maschinengewehrl 3 

-13 

Maschinenpistolel 7 

-11 

Zwerg K-Panzerung 

-13 

...... 


Rank Free/Night 

Enemy 

08 

PeTe 

BiGbIG 

Cat-3 

600 

25 

600 

KHT-0.2Z9 Body 

-5 

KHT-Single Bailer 

33 

APG65 «Perun» 

-18 

CP42 «Gobalevsky» 

-11 

...... 


KB67 «Krukis» 

-15 

Rank Free /Night 

Enemy 

09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.2Z9 Body 

-11 

KHT-Single Bailer 

41 

APG65 «Perun» 

-13 

APG65 «Perun» 

-15 

PRK57-1 «0vinnik» 

-99 

PRK57-1 ((Ovinniko 

-21 

Rank Free/Night 

Enemy 

10 

Yulani 

Punch 

Dog-3 

790 

30 

800 

HARTMAN-IP1 Body 

-15 

HARTMAN-4Wheels 

-1 

SV Drill «Sapper» 

-16 

SV Drill «Sapper» 

-15 

M2A5 Chip Killer» 

0 

...... 


Rank Free/Night 

Enemy 

11 

Boltro 

Fernando 

Cat-3 

900 

40 

800 

CARRO-H8/6 Body 

5 

CARR0-6Legs 

-2 

lM10«Sagittario» 

27 

FA12 «Favilla» 

21 

LG28 «Fionda» 

43 

CA22 «Grandine» 

13 

Rank Free /Night 

Enemy 

12 

Hisashi 

Scanner 

Wolf-2 

1620 

45 

1000 

CARR0-H8/6 Body 

2 

CARR0-2Wheels 

30 

FA12 «Favilla» 

-48 

FA12 «Favilla» 

-33 

CA22 «Grandine» 

-33 

LG28 «Fionda» 

-50 

Rank Free/Night 

Enemy 

13 

Alfred 

Gustav 

Bird-5 

5940 

45 

1200 

ZWERG-EV.3 Body 

-24 

ZWERG-4Legs 

87 

Maschinenpistolel 7 

-38 

Maschinengewehrl 3 

40 

Granatwerfer8/1 

28 

Eins LFK System2 

-39 

Rank Free/Night 

Enemy 

14 

Lucky 

Kid-A 

Bear-2 

3150 

30 

1000 

HARTMAN-IP1 Body 

-50 

HARTMAN-2Legs 

5 

M-32 Assault Rifle 

7 

M-32 Assault Rifle 

10 

M-191 Grenade 

-7 

M-2 SRAM Launcher 

-21 

Rank Free /Night 

Enemy 

15 

RoTlEn 

MaLcOlM 

Lizard-3 

3150 

33 

1000 

CARR0-H8/6 Body 

-5 

CARR0-4Wheels 

3 

AM17«Bastoncino» 

24 

LM10 «Sagittario» 

27 

..._ 

- 

CA22 «Grandine» 

3 

Rank Free/Night 

Enemy 

16 

Luigi 

WachsB 

Bear-3 

6000 

40 

1100 

CARRO-H8/6 Body 

-5 

CARR0-4Wheels 

23 

FA12 «Favilla» 

30 

FA12 «Favilla» 

40 

...... 


CA22 «Grandine» 

65 

Rank Free /Night 

Enemy 

17 

Patrick 

Valk 

Wolf-2 

490 

20 

500 

KHT-0.2Z9 Body 

-14 

KHT-4Wheels 

80 

SV68 «Nikolayev» 

-30 

KUV66 Rousalka 

0 

...... 

- 

EB71 «Sicksa» 

0 

Rank Free /Night 

Enemy 

18 

Wai-Lun 

Ya-Ya 

Cat-1 

8810 

50 

1400 

PROTON-K7P2Body 

20 

PROTO N-2Legs 

-25 

T67 Grenade M.Gun 

27 

T64 Sawed-off Gun 

5 

...... 


T50 Grenade 

56 

Rank Free/Night 

Enemy 

19 

Gomer 

Sargel 

Horse-1 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-Crawler 

-23 

M-32 Assault Rifle 

85 

M-7 SRAM Launcher 

62 

M-2 SRAM Launcher 

52 

M2A5 «Chip Killer* 

-49 

Rank Free /Night 

Enemy 

20 

Virgil 

Hiram-K 

Bear-3 

12050 

60 

1600 

CARRO-H8/6 Body 

20 

CARR0-4Wheels 

43 

FL30 «Cacciatore» 

31 

LA52 «Giavellotto» 

8 

LG28 «Fionda» 

-94 

SM26 ccTemporale* 

-45 

Rank Free/Night 

Enemy 

21 

Erich 

U-Fa 

Ape-2 

12050 

60 

1600 

ZWERG-EV.3 Body 

10 

ZWERG-4Legs 

6 

SVabwehr Kanone5 

35 

Rakelenkanone6/l 

-15 

Granatwerfer8/1 

-84 

Eins LFK System2 

71 















































NEW YORK 


Rank / Day: 
Night 

Title 

Nanre 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

|Rank S 

Regional Ranker | 

| John 

1 C2 | 

| Special-New York | 

18000 

H 

2400 | 

ELINT-Re-K9E2 Body | 

0 

| ELI NT- Re-4Wheels 


|T71 Pulse Laser | 


| T68 Gatling Gun | 


T60 35mm Chain Gun | 

0 

| T64 Anti-SV CKEM | 


Rank A/Day 

Area Ranker 

Nicole 

Der Alte 

Sheep-1 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-2Legs 

30 

Ml 13 ETC Cannon 

2 

M-2019 Commercial 

12 

M-9ASV TP-Missile 

-10 

FAE5 "Daisy Bell" 

-92 

Rank A /Day 

Enemy - 00 

Enrico 

Tina 

Bird-6 

1320 

40 

1000 

CARR0-H8/6 Body 

0 

CARR0-4Wheels 

47 

PA20 "Camerata" 

-20 

FA12 "Favilla" 

46 

LG28 "Fionda" 

-17 

LG28 "Fionda" 

-20 

Rank A/Day 

Enemy - 01 

Leonardo 

Pier 

Horse-1 

1320 

40 

1000 

CARR0-H8/6 Body 

-20 

CARR0-6Legs 

43 

LC15 "Tifone" 

10 

PA20 "Camerata" 

0 

EB32 "Nautilo" 

24 

LM15 "Rondine-3" 

18 

Rank A /Day 

Enemy - 02 

Gina 

Oriente 

Cat-4 

1320 

45 

1000 

CARR0-H8/6 Body 

-20 

CARR0-2Wheels 

47 

FA12 "Favilla" 

-41 

FL30 "Cacciatore" 

44 

AC44 "Difesa" 

-41 

. 

- 

Rank A/Day 

Enemy - 03 

Frey 

Josaphat 

Turtle 

1320 

40 

1000 

ZWERG-EV.3 Body 

-9 

ZWERG-4Wheels 

46 

Maschinengewehrl 3 

7 

SVabwehr Kanone5 

21 

EMP Granatwerfer 

-42 

Zwerg K-Panzerung 

-42 

Rank A/Day 

Enemy - 04 

Fritz 

Schmale 

Lion-2 

1620 

40 

1000 

ZWERG-EV.3 Body 

24 

ZWERG-4Legs 

27 

Maschinengewehrl 3 

4 

EMP Lahmung Faust 

37 

...... 


Granatwerfer8/1 

-32 

Rank A/Day 

Enemy - 05 

Alfred 

Gustav 

Bird-1 

1620 

45 

1000 

ZWERG-EV.3 Body 

-24 

ZWERG-4Legs 

87 

Maschinenpistolel 7 

-38 

Maschinengewehrl 3 

40 

Granatwerfer8/1 

28 

Eins LFK System2 

-39 

Rank A/Day 

Enemy - 06 

Tadahiro 

Sankyu 

Rat-1 

1620 

40 

1000 

PR0T0N-K7P2 Body 

-10 

PR0T0N-4Legs 

12 

T67 Grenade M.Gun 

33 

T57 Chain Gun 

-13 

T57ASV Missile 

-50 

T50 Grenade 

-2 

Rank A/Day 

Enemy - 07 

Barbara 

Reiner 

Cat-3 

1620 

40 

1100 

PR0T0N-K7P2 Body 

-10 

PR0T0N-4Legs 

6 

T48 Machine Pistol 

-16 

T64 Sawed-off Gun 

-19 

T57ASV Missile 

-19 

T68 E.M.P. Grenade 

-48 

Rank A /Day 

Enemy - 08 

Fei-Hung 

Bao-Dan 

Dog-2 

1620 

45 

1100 

PR0T0N-K7P2 Body 

9 

PR0T0N-4Legs 

-8 

T53 Assault Rifle 

19 

T53 Assault Rifle 

8 

T57ASV Missile 

-35 

T50 Grenade 

-7 

Rank A/Day 

Enemy - 09 

Kenp 

Saitama 

Lizard-3 

1620 

50 

1100 

PR0T0N-K7P2 Body 

12 

PR0T0N-3Wheels 

43 

T48 Machine Pistol 

-43 

T67 Grenade M.Gun 

-46 

T54 30mm Chain Gun 

2 

T54 30mm Chain Gun 

-41 

Rank A/Day 

Enemy-10 

Lotto 

Hermes 

Lion-1 

2110 

40 

1100 

HARTMAN-IP1 Body 

-2 

HARTMAN-4Legs 

38 

M217 Chain Gun 

-45 

M-2019 Commercial 

22 

M-9ASV TP-Missile 

-14 

M-18 Heavy M.Gun 

30 

Rank A/Day 

Enemy -11 

Marilyn 

Jason 

Cat-2 

2110 

40 

1100 

HARTMAN-IP1 Body 

24 

HARTMAN-4Legs 

28 

M-32 Assault Rifle 

-15 

M-4 Recoilless Gun 

-12 

M-191 Grenade 

-8 

M-9ASV TP-Missile 

43 

Rank A/Day 

Enemy -12 

Leonl005 

Bottle 

Bird-4 

5940 

45 

1200 

HARTMAN-IP1 Body 

39 

HARTMAN-Crawler 

34 

SV Drill "Sapper" 

32 

M-2019 Commercial 

38 

M-191 Grenade 

9 

M2A5 "Chip Killer" 

9 

Rank A/Day 

Enemy -13 

Fred-A 

Arctor-F 

Bear-3 

8910 

50 

1200 

HARTMAN-IP1 Body 

-12 

HARTMAN-6Wheels 

58 

M-2019 Commercial 

-32 

M-4 Recoilless Gun 

-3 

M-191 Grenade 

-33 

MC Composite Armor 

0 


Rank A / Night 

Area Ranker 

Gimmer 

Adegan 

Cat-3 

12050 

65 

1600 

PR0T0N-K7P2 Body 

20 

PR0T0N-4Wheels 

25 

T67 Grenade M.Gun 

-45 

T66 C02 Laser Gun 

10 

T50 Grenade 

-95 

T64 Laser Cannon 

10 

Rank A / Night 

Enemy - 00 

Kirsten 

Douglas 

Cat-5 

1320 

40 

1000 

HARTMAN-IP1 Body 

0 

HARTMAN-4Wheels 

39 

M-32 Assault Rifle 

-12 

M-32 Assault Rifle 

-23 

M-191 Grenade 

0 

. 

- 

Rank A / Night 

Enemy - 01 

Anderson 

Pre-Cog 

Wolf-2 

1320 

40 

1000 

HARTMAN-IP1 Body 

-15 

HARTMAN-Crawler 

4 

SV Drill "Sapper" 

-15 

M-32 Assault Rifle 

-10 

...... 


M-18 Heavy M.Gun 

-45 

Rank A / Night 

Enemy - 02 

Fred-A 

Arctor-F 

Bird-2 

1320 

50 

1000 

HARTMAN-IP1 Body 

-12 

HARTMAN-6Wheels 

58 

M-2019 Commercial 

-32 

M-4 Recoilless Gun 

-3 

M-191 Grenade 

-33 

MC Composite Armor 

0 

Rank A / Night 

Enemy - 03 

Fei-Hung 

Bao-Dan 

Lion-1 

1320 

45 

1000 

PR0T0N-K7P2 Body 

9 

PR0T0N-4Legs 

-8 

T53 Assault Rifle 

19 

T53 Assault Rifle 

8 

T57ASV Missile 

-35 

T50 Grenade 

-7 

Rank A/Night 

Enemy - 04 

Reese 

Easter 

Rat-1 

1620 

45 

1000 

PR0T0N-K7P2 Body 

10 

PR0T0N-4Wheels 

40 

T53 Assault Rifle 

-45 

T53 Assault Rifle 

-31 

T50 Grenade 

50 

T68 E.M.P. Grenade 

38 

Rank A / Night 

Enemy - 05 

Kenji 

Saitama 

Ape-1 

1620 

50 

1000 

PR0T0N-K7P2 Body 

12 

PR0T0N-3Wheels 

43 

T48 Machine Pistol 

-43 

T67 Grenade M.Gun 

-46 

T54 30mm Chain Gun 

2 

T54 30mm Chain Gun 

-41 

Rank A / Night 

Enemy - 06 

Dark-M 

Bloodfin 

Lizard-3 

1620 

40 

1000 

CARR0-H8/6 Body 

5 

CARR0-4Wheels 

10 

IA52 "Giavellotto" 

-99 

PA20 "Camerata" 

-32 

SM26 "Temporale" 

-35 

LG28 "Fionda" 

20 

Rank A/Night 

Enemy - 07 

Dark-T 

Serenno 

Rat-1 

1620 

45 

1100 

CARR0-H8/6 Body 

-5 

CARR0-6Legs 

-11 

FA12 "Favilla" 

32 

FL30 "Cacciatore" 

-25 

CA22 "Grandine" 

-5 

LA16 "Brillamento" 

-99 

Rank A / Night 

Enemy - 08 

Dark-V 

Executor 

Lion-2 

1620 

55 

1100 

CARR0-H8/6 Body 

-12 

CARR0-2Legs 

-17 

LC15 "Tifone" 

-22 

LA52 "Giavellotto" 

-99 

EB32 "Nautilo" 

-18 

CA22 "Grandine" 

-39 

Rank A / Night 

Enemy - 09 

Dark-S 

lanClone 

Rabbit-1 

1620 

50 

1100 

CARR0-H8/6 Body 

0 

CARR0-4Legs 

-1 

LA52 "Giavellotto" 

-99 

AMI 7 "Bastoncino" 

15 

MC41 "Vesuvio" 

25 

LAI 6 "Brillamento" 

-99 

Rank A/Night 

Enemy-10 

Corellia 

Tachi 

Bird-2 

2110 

40 

1100 

PR0T0N-K7P2 Body 

6 

PR0T0N-4Legs 

-36 

T62 Samurai Steel 

24 

T66 C02 Laser Gun 

-99 

T68E.M.P. Grenade 

-22 

T57ASV Missile 

0 

Rank A / Night 

Enemy -11 

Iktotchi 

Cutlass9 

Lizard-3 

2110 

45 

1100 

PR0T0N-K7P2 Body 

-16 

PR0T0N-4Wheels 

34 

T66 C02 Laser Gun 

-99 

T48 Machine Pistol 

11 

T57ASV Missile 

-25 

T66 Anti-SV Rocket 

24 

Rank A / Night 

Enemy -12 

2Brains 

Aryx 

Horse-2 

5940 

50 

1200 

PR0T0N-K7P2 Body 

17 

PR0T0N-6 Legs 

-11 

T67 Grenade M.Gun 

-4 

T53 Assault Rifle 

27 

T64 Laser Cannon 

-99 

T54 30mm Chain Gun 

-12 

Rank A / Night 

Enemy -13 

Haruun 

Vaslor 

Dog-1 

8910 

55 

1200 

PR0T0N-K7P2 Body 

11 

PR0T0N-3Wheels 

32 

T62 Samurai Steel 

58 

T53 Assault Rifle 

-85 

T64 Laser Cannon 

-99 

T70 DL-ASV Missile 

12 















































































NEW YORK 

Rank / Day: 
Night 

Title 

Name 

N Ch ' P 

Chip Type 

Prize 

1x10) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank B / Day 

Area Ranker 

Johann 

Brigitte 

Wolf-1 

8810 

50 

1400 

ZWERG-EV.3 Body 

0 

ZWERG-Road Roller 

-22 

Maschinengewehrl 3 

68 

EMB Karabiner9/8 

0 

Eins LFK System2 

71 

Granatwerfer8/1 

-71 

Rank B / Day 

Enemy - 00 

Tuna 

Fin 

Shark 

200 

30 

800 

PR0T0N-K7P2 Body 

-9 

PROTON-HoverJel 

34 

T53 Assault Rifle 

-11 

T67 Grenade M.Gun 

-14 

...... 


T68 E.M.P. Grenade 

-18 

Rank B / Day 

Enemy - 01 

BZ-Joe 

Zena 

Fish-1 

680 

30 

800 

KHT-0.279 Body 

-21 

KHT-4Legs 

5 

KUV66 "Rousalka" 

-19 

SV68 "Nikolayev" 

-13 

PRK57-1 "Ovinnik" 

-18 

PRK57-1 "Ovinnik" 

-13 

Rank B / Day 

Enemy - 02 

Crunch 

Whistle 

Dolphin 

790 

35 

800 

HARTMAN-IP1 Body 

-13 

HARTMAN-2Legs 

2 

SV Drill "Sapper" 

-20 

M-7 SRAM Launcher 

-15 

M-9ASV TP-Missile 

-39 

M-18 Heavy M.Gun 

-10 

Rank B / Day 

Enemy - 03 

Angeli 

Maarzo 

Cat-5 

790 

30 

800 

CARR0-H8/6 Body 

0 

CARR0-6Legs 

-5 

FA12 "Favilla" 

-14 

FA12 "Favilla" 

-65 

CA22 "Grandine" 

-84 

LG28 "Fionda" 

-14 

Rank B / Day 

Enemy - 04 

Gian 

Daria 

Bird-2 

900 

30 

800 

CARR0-H8/6 Body 

-10 

CARR0-6Wheels 

77 

PA20"Camerata" 

-18 

FL30 "Cacciatore" 

-20 

...... 


EB32 "Nautilo" 

-18 

Rank B / Day 

Enemy - 05 

Irvin 

Todd 

Lizard-1 

900 

35 

800 

CARR0-H8/6 Body 

-10 

CARR0-2Wheels 

30 

LC15 "Tifone" 

28 

FA12 "Favilla" 

24 

...... 


EB32 "Nautilo" 

-17 

Rank B / Day 

Enemy - 06 

Maryse 

Saut 

Rabbit-2 

900 

40 

800 

CARR0-H8/6 Body 

-1 

CARR0-2Legs 

0 

FA12 "Favilla" 

-7 

AMI 7 "Bastoncino" 

0 

...... 

- 

MC41 "Vesuvio" 

-15 

Rank B / Day 

Enemy - 07 

Claudine 

Roger 

Dog-4 

900 

35 

900 

PR0T0N-K7P2 Body 

18 

PR0T0N-4Wheels 

61 

T53 Assault Rifle 

-22 

T62 Samurai Steel 

-49 

T68E.M.P. Grenade 

0 

— 


Rank B / Day 

Enemy - 08 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Rerun" 

-13 

APG65 "Rerun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank B / Day 

Enemy - 09 

Danny 

Murphy 

Cat-1 

900 

35 

900 

HARTMAN-IP1 Body 

-9 

HARTMAN-4Wheels 

26 

M-7 SRAM Launcher 

-45 

M-7 SRAM Launcher 

-12 

M2A5 "Chip Killer" 

-9 

----- 


Rank B / Day 

Enemy -10 

Oily 

Boeheim 

Bear-3 

900 

30 

900 

ZWERG-EV.3 Body 

-25 

ZWERG-2Wheels 

75 

Maschinenpistolel 7 

-33 

Maschinengewehrl 3 

23 

Grana!werfer8/1 

-14 

Zwei LFK System5 

-14 

Rank B / Day 

Enemy -11 

Grete 

Berger 

Bird-4 

900 

30 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-2Wheels 

43 

SVabwehr Kanone5 

-14 

Maschinengewehrl 3 

-20 

EMP Granalwerfer 

-10 

Zwei LFK System5 

-20 

Rank B / Day 

Enemy -12 

Heinrich 

Grot 

Rhino 

3420 

35 

1000 

ZWERG-EV.3 Body 

7 

ZWERG-2Legs 

11 

Schmelzen Faust 

-32 

Maschinengewehrl 3 

-17 

RaketenwerferlO 

23 

Eins LFK System2 

-43 

Rank B / Day 

Enemy -13 

Alberti 

Babel 

Dog-5 

6090 

40 

1000 

ZWERG-EV.3 Body 

12 

ZWERG-2Wheels 

42 

SVabwehr Kanone5 

-13 

Maschinengewehrl 3 

-12 

...... 


Maschinengewehr9 

46 


Rank B / Night 

Area Ranker 

Sophia 

Claudia 

Ape-1 

8810 

50 

1400 

CARRO-H8/6 Body 

0 

CARR0-2Legs 

-14 

CG25 "Diavolo" 

-20 

LM10 "Sagittario" 

7 

SM26 "Temporale" 

38 

EB32 "Nautilo" 

-89 

Rank B / Night 

Enemy - 00 

Dwan 

Prescott 

Bird-2 

200 

30 

800 

KHT-0.279 Body 

-17 

KHT-2Legs 

-2 

KUV66 "Rousalka" 

-13 

PPk51 "Kirsanoff" 

-11 

EB71 "Sicksa" 

-3 

KPb62 "Borisovich" 

-22 

Rank B / Night 

Enemy - 01 

Jill-Y 

Joe 

Rabbit-2 

680 

30 

800 

HARTMAN-IP1 Body 

-25 

HARTMAN-2Wheels 

0 

SV Drill "Sapper" 

-15 

M-7 SRAM Launcher 

-15 

MC Composite Armor 

-14 

M-2 SRAM Launcher 

-10 

Rank B / Night 

Enemy - 02 

Ann-D 

King 

Cat-3 

790 

40 

800 

KHT-0.279 Body 

-10 

KHT-2Legs 

1 

APG65 "Rerun" 

-58 

APG65 "Perun" 

-44 

AGK70"Dogoda" 

-10 

EB71 "Sicksa" 

-8 

Rank B / Night 

Enemy - 03 

Gwen 


Lion-1 

790 

30 

800 

PR0T0N-K7P2Body 

-34 

PROTO N-6Legs 

77 

T64 Sawed-off Gun 

0 

T48 Machine Pistol 

-11 

T57ASV Missile 

-12 

PT Hybrid Armor 

-14 

Rank B / Night 

Enemy - 04 

Harry 

Norman 

Dog-5 

900 

30 

800 

PR0T0N-K7P2Body 

-10 

PROTO N-6Legs 

-1 

T53 Assault Rifle 

-15 

T48 Machine Pistol 

-13 




- 

Rank B / Night 

Enemy - 05 

Peter 

Stan 

Ape-3 

900 

40 

800 

PR0T0N-K7P2Body 

-25 

PROTO N-6Legs 

3 

T67 Grenade M.Gun 

-19 

T62 Samurai Steel 

-13 

T50 Grenade 

-12 


- 

Rank B / Night 

Enemy - 06 

Oily 

Boeheim 

Dolphin 

900 

30 

800 

ZWERG-EV.3 Body 

-25 

ZWERG-2Wheels 

75 

Maschinenpistolel 7 

-33 

Maschinengewehrl 3 

23 

Granatwerfer8/1 

-14 

Zwei LFK System5 

-14 

Rank B / Night 

Enemy - 07 

Grete 

Berger 

Bear-3 

900 

30 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-2Wheels 

43 

SVabwehr Kanone5 

-14 

Maschinengewehrl 3 

-20 

EMP Granalwerfer 

-10 

Zwei LFK System5 

-20 

Rank B / Night 

Enemy - 08 

Arthur 

Worker 

Dog-2 

900 

35 

900 

ZWERG-EV.3 Body 

-4 

ZWERG-2Wheels 

0 

EMP Lahmung Faust 

-11 

Schmelzen Faust 

0 

...... 


Zwei LFK System5 

-10 

Rank B / Night 

Enemy - 09 

Georg 

No.11811 

Cat-1 

900 

35 

900 

ZWERG-EV.3 Body 

-28 

ZWERG-Road Roller 

-3 

Maschinenpistolel 7 

-10 

EMP Lahmung Faust 

-13 

Eins LFK System2 

-17 

Granatwerfer8/1 

-19 

Rank B / Night 

Enemy -10 

Gian 

Daria 

Lizard-3 

900 

30 

900 

CARRO-H8/6 Body 

-10 

CARR0-6Wheels 

77 

PA20 "Camerata" 

-18 

FL30 "Cacciatore" 

-20 



EB32 "Nautilo" 

-18 

Rank B / Night 

Enemy -11 

Maryse 

Saut 

Shark 

900 

40 

900 

CARRO-H8/6 Body 

-1 

CARR0-2Legs 

0 

FA12 "Favilla" 

-7 

AMI 7 "Bastoncino" 

0 

...... 


MC41 "Vesuvio" 

-15 

Rank B / Night 

Enemy -12 

Emilio 

Pietro 

Wolf-1 

3420 

35 

1000 

CARRO-H8/6 Body 

4 

CARR0-4Wheels 

25 

PA20 "Camerata" 

-21 

LC15 "Tifone" 

-21 

...... 


EB32 "Nautilo" 

-1 

Rank B / Night 

Enemy -13 

Boltro 

Fernando 

Bird-1 

6090 

40 

1000 

CARRO-H8/6 Body 

5 

CARR0-6Legs 

-2 

LM10 "Sagittario" 

27 

FA12 "Favilla" 

21 

LG28 "Fionda" 

43 

CA22 "Grandine" 

13 


















































































NEW YORK 


Title Name Chip Type ^ r j Z jjj Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank C / Day 

Area Ranker 

Kazune 

Heizo 

Tiger 

6000 

40 

1100 

PR0T0N-K7P2Body 

-15 

PR0T0N-6Legs 

0 

T62 Samurai Steel 

73 

T53 Assault Rifle 

-8 

T68E.M.P. Grenade 

28 

T66 Anti-SV Rocket 

9 

Rank C / Doy 

Enemy - 00 

Dobney 

VT-R2675 

Rot-1 

490 

20 

500 

HARTMAN-IP1 Body 

-49 

HARTMAN-2Wheels 

81 

SV Drill "Sapper" 

-14 

M-7 SRAM Launcher 

0 

----- 




Rank C / Doy 

Enemy - 01 

Megan 

VT-B2146 

Bird-3 

490 

20 

500 

ZWERG-EV.3 Body 

-59 

ZWERG-Rood Roller 

48 

Moschinenpistolel 7 

-8 

MaschinengewehrT 3 

-14 

EMP Granotwerfer 

0 



Rank C / Doy 

Enemy - 02 

Covert 

VT-H1481 

Horse-1 

530 

20 

500 

CARR0-H8/6 Body 

-21 

CARR0-2Legs 

3 

FA12 "Favilla" 

-15 

LC15 "Tifone" 

-20 

LG28 "Fionda" 

-19 

CA22 "Grondine" 

-11 

Rank C / Doy 

Enemy - 03 

MoRsE 

WoOsTeR 

Rot-2 

530 

20 

500 

CARR0-H8/6 Body 

-3 

CARR0-6Legs 

2 

AMI 7 "Bastoncino" 

-18 

FA12 "Favilla" 

-69 

CA22 "Grandine" 

-79 



Rank C / Doy 

Enemy - 04 

CoTe 

ZaMmls 

Bird-7 

560 

20 

500 

ZWERG-EV.3 Body 

-5 

ZWERG-4Wheels 

4 

Schmelzen Faust 

-16 

Maschinengewehrl 3 

-10 

----- 

- 

EMP Granotwerfer 

-13 

Rank C / Day 

Enemy - 05 

ArNoLd 

dRoC 

Sheep-2 

560 

20 

500 

ZWERG-EV.3 Body 

-23 

ZWERG-4Legs 

-5 

SVabwehr Kanone5 

-18 

Moschinenpistolel 7 

-20 

Eins LFK System2 

-22 

Maschinengewehr9 

-15 

Rank C / Doy 

Enemy - 06 

WiLlls 

JeRrY 

Lizard-3 

560 

30 

500 

HARTMAN-IP1 Body 

-18 

HARTMAN-4Legs 

0 

M-4 Recoilless Gun 

-1 

M-7 SRAM Launcher 

-5 

M2A5 "Chip Killer" 

-8 

M-2 SRAM Launcher 

-7 

Rank C / Day 

Enemy - 07 

Nancy 

Sage 

Dog-1 

560 

20 

600 

CARR0-H8/6 Body 

-5 

CARR0-6Wheels 

34 

FA12 "Favilla" 

-20 

LM10 "Sagittario" 

8 

CA22 "Grondine" 

15 


- 

Rank C / Doy 

Enemy - 08 

Franklin 

Alley 

Wolf-2 

560 

25 

600 

CARR0-H8/6 Body 

-11 

CARR0-4Legs 

0 

AM17 "Bastoncino" 

-1 

AM17 "Bastoncino" 

-5 

LG28 "Fionda" 

-3 

CA22 "Grondine" 

-7 

Rank C / Doy 

Enemy - 09 

Liman 

Dein 

Cot-1 

560 

25 

600 

HARTMAN-IP1 Body 

-15 

HARTMAN-4Wheels 

81 

SV Drill "Sapper" 

-19 

M-32 Assault Rifle 

-10 

M-l 8 Heavy M.Gun 

-14 

...... 


Rank C / Doy 

Enemy -10 

Alek 

Flip 

Dolphin 

600 

20 

600 

ZWERG-EV.3 Body 

-17 

ZWERG-4Legs 

3 

Moschinenpistolel 7 

-32 

SVabwehr Kanone5 

-16 

----- 

- 

Eins LFK Syslem2 

-17 

Rank C / Doy 

Enemy -11 

Lee-Wong 

Too 

Beor-1 

600 

25 

600 

PR0T0N-K7P2Body 

-20 

PROTON-4Legs 

70 

T53 Assault Rifle 

-20 

T53 Assault Rifle 

0 

T50 Grenade 

0 

T57ASV Missile 

5 

Rank C / Doy 

Enemy -12 

Andy 

Phyllis 

Cat-3 

1340 

25 

700 

PR0T0N-K7P2Body 

-15 

PR0T0N-6Legs 

0 

T62 Somuroi Steel 

-9 

T57 Chain Gun 

-15 

----- 


T54 30mm Choin Gun 

-8 

Rank C / Day 

Enemy -13 

Corroll 

Toby 

Col-4 

3330 

30 

700 

PR0T0N-K7P2Body 

0 

PROTON-3Wheels 

42 

T62 Samurai Steel 

-11 

T67 Grenade M.Gun 

-54 

— 

- 


- 


RankC/Night 

Area Ranker 

Andrei 

Steven 

Rat-1 

6000 

40 

1100 

KHT-0.279 Body 

10 

KHT-4Legs 

-9 

KUV66 "Rousalka" 

30 

PPk51 "KirsanofP' 

-38 

PRK69-4 "Leshy" 

21 

AGK70"Dogoda" 

18 

Rank C / Night 

Enemy - 00 

Dobney 

VT-R2675 

Horse-2 

490 

20 

500 

HARTMAN-IP1 Body 

-49 

HARTMAN-2Wheels 

81 

SV Drill "Sapper" 

-14 

M-7 SRAM Launcher 

0 





Rank C / Night 

Enemy - 01 

Cybill 

VT-B3192 

Cat-1 

490 

20 

500 

HARTMAN-IP1 Body 

-50 

HARTMAN-4Wheels 

41 

M-32 Assault Rifle 

-21 

SV Drill "Sapper" 

-18 

M-l91 Grenade 

-25 

M-l8 Heavy M.Gun 

-13 

RankC/Night 

Enemy - 02 

Berenice 

VT-D181 

Bear-2 

530 

20 

500 

CARR0-H8/6 Body 

-9 

CARR0-6Legs 

-5 

FA12 "Favilla" 

-20 

FA12 "Favilla" 

-83 

LG28 "Fionda" 

-8 

EB32 "Nautilo" 

-6 

Rank C / Night 

Enemy - 03 

Chako 

J.C. 

Rabbit-2 

530 

20 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-4Legs 

1 

Maschinengewehrl 3 

-16 

Schmelzen Faust 

-12 

Eins LFK System2 

-10 

EMP Granotwerfer 

-12 

RankC/Night 

Enemy - 04 

Tyler 

Pauli 

Cat-3 

560 

20 

500 

PR0T0N-K7P2 Body 

-9 

PR0T0N-4Legs 

3 

T53 Assault Rifle 

-80 

T67 Grenade M.Gun 

-11 

T54 30mm Chain Gun 

-14 

T68 E.M.P. Grenade 

-11 

RankC/Night 

Enemy - 05 

Lance 

Anne 

Ape-3 

560 

25 

500 

HARTMAN-IP1 Body 

3 

HARTMAN-6Wheels 

25 

M-7 SRAM Launcher 

-69 

M-7 SRAM Launcher 

-10 

...... 


M-2 SRAM Launcher 

-12 

Rank C / Night 

Enemy - 06 

Nesbitt 

Col.E 

Ape-3 

560 

25 

500 

CARR0-H8/6 Body 

-5 

CARR0-2Legs 

0 

FL30 "Cacciatore" 

0 

FA12 "Favilla" 

-2 

CA22 "Grandine" 

-10 

EB32 "Nautilo" 

-15 

RankC/Night 

Enemy - 07 

Lee 

Prof.TE 

Ape-3 

560 

25 

600 

CARR0-H8/6 Body 

-3 

CARR0-6Wheels 

0 

FA12 "Favilla" 

-7 

FL30 "Cacciatore" 

-4 

...... 




Rank C / Night 

Enemy - 08 

EugeneL 

RHedo 

Horse-2 

560 

30 

600 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Wheels 

53 

M-4 Recoilless Gun 

-11 

M-2019 Commercial 

-23 

M-l8 Heavy M.Gun 

-28 



Rank C / Night 

Enemy - 09 

Alek 

Flip 

Lizard-3 

560 

20 

600 

ZWERG-EV.3 Body 

-17 

ZWERG-4Legs 

3 

Moschinenpistolel 7 

-32 

SVabwehr Kanone5 

-16 



Eins LFK System2 

-17 

RankC/Night 

Enemy -10 

DeBrA 

Tickell 

Tiger 

600 

20 

600 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

5 

EMP Lahmung Faust 

-11 

Maschinengewehrl 3 

-17 

Zwerg K-Panzerung 

-17 

...... 

- 

Rank C / Night 

Enemy -11 

Kent 

Cohn 

Bear-3 

600 

25 

600 

KHT-0.279 Body 

7 

KHT-4Wheels 

23 

KUV66 "Rousalka" 

-13 

APG65 "Perun" 

-21 

-- 




Rank C / Night 

Enemy -12 

Sumenova 

Bagrat 

Bird-4 

1340 

25 

700 

KHT-0.279 Body 

-36 

KHT-Single Bailer 

46 

CP42 "Gobalevsky" 

-40 

APG65 "Perun" 

-30 

AGK70 "Dogoda" 

12 

AGK70"Dogoda" 

12 

RankC/Night 

Enemy -13 

Cho-#l 

Morgan 

Cat-1 

3330 

30 

700 

KHT-0.279 Body 

-27 

KHT-4Legs 

2 

SV68 "Nikolayev" 

-60 

CP42 "Gobalevsky" 

-13 

EB71 "Sicksa" 

-11 

AGK54 "Veles" 

-18 


























































































NEW YORK 


Title Name jjjjg Chip Type Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank D / Day 

Area Ranker 

Ben 

Eric 

Bird-1 

3150 

30 

1000 

CARR0-H8/6 Body 

-25 

CARR0-4Wheels 

57 

AM17 "Bastoncino" 

2 

FA12 "Favilla" 

68 

LM15 "Rondine-3" 

-31 

MC41 "Vesuvio" 

43 

Rank D / Day 

Enemy - 00 

Sherbet 

VT-D1728 

Dog-2 

240 

10 

400 

CARR0-H8/6 Body 

-45 

CARR0-4Legs 

50 

LC15 "Tifone" 

0 

PA20 "Camerata" 

-21 

CA22 "Grandine" 

-10 

...... 


Rank D / Day 

Enemy - 01 

Adriana 

VT-M871 

Ape-1 

240 

10 

400 

PR0T0N-K7P2 Body 

-30 

PR0T0N-4Legs 

45 

T53 Assault Rifle 

-38 

T48 Machine Pistol 

-24 

T68E.M.P. Grenade 

0 

...... 


Rank D / Day 

Enemy - 02 

Nick 

VT-C1257 

Cat-2 

290 

10 

400 

ZWERG-EV.3 Body 

-60 

ZWERG-4Legs 

78 

EMP Lahmung Faust 

-57 

SVabwehr Kanone5 

0 

...... 

- 

Zwerg K-Panzerung 

-88 

Rank D / Day 

Enemy - 03 

Forest 

VT-R2671 

Rat-1 

290 

10 

400 

HARTMAN-IP1 Body 

-45 

HARTMAN-Crawler 

48 

M-32 Assault Rifle 

-18 

M-7 SRAM Launcher 

-20 

MC Composite Armor 

0 

...... 


Rank D / Day 

Enemy - 04 

Frank 

Twister 

Horse-2 

320 

10 

400 

PR0T0N-K7P2 Body 

-10 

PR0T0N-4Wheels 

20 

T53 Assault Rifle 

-17 

T53 Assault Rifle 

-16 

T68E.M.P. Grenade 

0 

...... 


Rank D / Day 

Enemy - 05 

Betty 

Banon 

Turtle 

320 

10 

400 

HARTMAN-IP1 Body 

-54 

HARTMAN-Crawler 

48 

M-7 SRAM Launcher 

-21 

M-32 Assault Rifle 

-20 

M-18 Heavy M.Gun 

-20 

M-191 Grenade 

-5 

Rank D / Day 

Enemy - 06 

Brooks 

Glenn 

Sheep-1 

320 

10 

400 

CARR0-H8/6 Body 

-56 

CARR0-2Legs 

45 

LC15 "Tifone" 

0 

PA20 "Camerata" 

21 

...... 

- 

AC44 "Difesa" 

-20 

Rank D / Day 

Enemy - 07 

Jessica 

Charger 

Cat-3 

320 

20 

500 

KHT-0.279 Body 

-48 

KHT-2Legs 

44 

PPk51 "Kirsanoff" 

-4 

CP42 "Gobalevsky" 

-21 

PRK57-1 "Ovinnik" 

-13 

KPb62 "Borisovich" 

-27 

Rank D / Day 

Enemy - 08 

Wong 

Wai-Wai 

Rabbit-1 

320 

15 

500 

HARTMAN-IP1 Body 

-57 

HARTMAN-4Wheels 

45 

SV Drill "Sapper" 

-32 

M-7 SRAM Launcher 

-15 

MC Composite Armor 

-13 

M-191 Grenade 

0 

Rank D / Day 

Enemy - 09 

Garcia 

Ariadna 

Cat-1 

320 

15 

500 

KHT-0.279 Body 

-6 

KHT-2Wheels 

78 

APG65 "Perun" 

0 

KUV66 "Rousalka" 

0 

PRK57-1 "Ovinnik" 

0 

AGK54 "Veles" 

0 

Rank D / Day 

Enemy -10 

Anita 

Roberto 

Rat-2 

350 

15 

500 

ZWERG-EV.3 Body 

-51 

ZWERG-Road Roller 

20 

SVabwehr Kanone5 

11 

SVabwehr Kanone5 

11 

Eins LFK System2 

0 

Maschinengewehr9 

11 

Rank D / Doy 

Enemy -11 

Lori 

Dante 

Bird-6 

350 

15 

500 

ZWERG-EV.3 Body 

-32 

ZWERG-4Wheels 

67 

Schmelzen Faust 

-10 

Maschinengewehrl 3 

5 

Granatwerfer8/1 

0 

Eins LFK System2 

-13 

Rank D / Day 

Enemy -12 

Darren 

Neek 

Horse-1 

840 

15 

600 

CARR0-H8/6 Body 

-5 

CARR0-6Legs 

0 

FA12 "Favilla" 

0 

FA12 "Favilla" 

-3 

EB32 "Nautilo" 

-14 

CA22 "Grandine" 

-12 

Rank D / Day 

Enemy -13 

Wolfgang 

Wak 

Cat-5 

1440 

20 

600 

HARTMAN-IP1 Body 

-12 

HARTMAN-2Legs 

6 

M-7 SRAM Launcher 

-12 

M-4 Recoilless Gun 

-24 

M-191 Grenade 

-6 

M-191 Grenade 

-15 


Rank D / Night 

Area Ranker 

TaLbY 

Bomb #2 

Dolphin 

3150 

35 

1000 

HARTMAN-IP1 Body 

-50 

HARTMAN-4Legs 

38 

M217 Chain Gun 

-45 

M-2019 Commercial 

22 

M-9ASV TP-Missile 

-14 

M-18 Heavy M.Gun 

30 

Rank 0 / Night 

Enemy - 00 

Sherbet 

VT-D1728 

Cat-1 

240 

10 

400 

CARRO-H8/6 Body 

-45 

CARR0-4Legs 

50 

LC15 "Tifone" 

0 

PA20 "Camerata" 

-21 

CA22 "Grandine" 

-10 


- 

Rank D / Night 

Enemy - 01 

Nick 

VT-C1257 

Dog-1 

240 

10 

400 

ZWERG-EV.3 Body 

-60 

ZWERG-4Legs 

78 

EMP Lahmung Faust 

-57 

SVabwehr Kanone5 

0 

...... 


Zwerg K-Panzerung 

-88 

Rank D / Night 

Enemy - 02 

Oliver 

VT-M273 

Bird-2 

290 

10 

400 

KHT-0.279 Body 

-60 

KHT-4Legs 

43 

PPk51 "Kirsanoff" 

-10 

CP42 "Gobalevsky" 

-29 

AGK54 "Veles" 

0 

EB71 "Sicksa" 

0 

Rank D / Night 

Enemy - 03 

Carol 

VT-H3718 

Bear-3 

290 

15 

400 

CARRO-H8/6 Body 

-35 

CARR0-6Legs 

50 

FA12 "Favilla" 

-87 

FA12 "Favilla" 

-21 

CA22 "Grandine" 

-19 


- 

Rank D / Night 

Enemy - 04 

Chase 

Teague 

Rabbit-2 

320 

10 

400 

PR0T0N-K7P2Body 

-39 

PROTO N-2Legs 

50 

T53 Assault Rifle 

-12 

T64 Sawed-off Gun 

-6 

T57ASV Missile 

-24 

T57ASV Missile 

-18 

Rank D / Night 

Enemy - 05 

Kemp 

Slade 

Rat-1 

320 

15 

400 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

54 

APG65 "Perun" 

-14 

APG65 "Perun" 

-27 




- 

Rank D / Night 

Enemy - 06 

Marisa 

Robert 

Bird-7 

320 

25 

400 

ZWERG-EV.3 Body 

-36 

ZWERG-4Baller 

50 

EMP Lahmung Faust 

-12 

Maschinengewehrl 3 

-20 

...... 



- 

Rank D / Night 

Enemy - 07 

Wong 

Wai-Wai 

Dog-4 

320 

15 

500 

PR0T0N-K7P2Body 

-34 

PR0T0N-2Legs 

48 

T48 Machine Pistol 

7 

T67 Grenade M.Gun 

0 

...... 



- 

Rank D / Night 

Enemy - 08 

Lenore 

Cab 

Fish-2 

320 

15 

500 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

49 

APG65 "Perun" 

-22 

SV68 "Nikolayev" 

15 

AGK54 "Veles" 

0 

AGK54 "Veles" 

0 

Rank D / Night 

Enemy - 09 

Casey 

Lainie 

Fish-2 

320 

15 

500 

HARTMAN-IP1 Body 

-45 

HARTMAN-2Legs 

56 

M-32 Assault Rifle 

-23 

SV Drill "Sapper" 

-34 

...... 


M2A5 "Chip Killer" 

0 

Rank D / Night 

Enemy -10 

Mika 

Gengorou 

Fish-2 

350 

15 

500 

ZWERG-EV.3 Body 

-45 

ZWERG-4Wheels 

76 

Maschinengewehrl 3 

0 

EMP Lahmung Faust 

0 



Maschinengewehr9 

0 

Rank D / Night 

Enemy -11 

BollEr 

Bomb #17 

Lizard-3 

350 

20 

500 

CARRO-H8/6 Body 

-39 

CARR0-6Legs 

50 

LM10 "Sagittario" 

-12 

FA12 "Favilla" 

-57 

LG28 "Fionda" 

-2 

AC44 "Difesa" 

-12 

Rank D / Night 

Enemy -12 

PiNbAcK 

Bomb #18 

Lizard-3 

840 

20 

600 

HARTMAN-IP1 Body 

-10 

HARTMAN-6Wheels 

43 

M-7 SRAM Launcher 

-13 

M-7 SRAM Launcher 

-13 

...... 


M-2 SRAM Launcher 

-18 

Rank D / Night 

Enemy -13 

DoLiTtLe 

Bomb #19 

Lizard-3 

1440 

25 

600 

PR0T0N-K7P2Body 

-39 

PROTON-HoverJet 

68 

T64 Sawed-off Gun 

-3 

T62 Samurai Steel 

-15 

PT Hybrid Armor 

-13 

PT Hybrid Armor 

-16 





















































































NEW YORK 

Rank /Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free/Day 

Enemy - 00 

Sherbet 

VT-D1728 

Dog-2 

240 

10 

400 

CARR0-H8/6 Body 

-45 

CARR0-4Legs 

50 

LC15 "Tifone" 

0 

PA20 "Camerata" 

-21 

CA22 "Grandine" 

-10 



Rank Free / Day 

Enemy - 01 

Adriana 

VT-M871 

Ape-1 

240 

10 

400 

PROTON-K7P2Body 

-30 

PR0T0N-4Legs 

45 

T53 Assault Rifle 

-38 

T48 Machine Pistol 

-24 

T68E.M.P. Grenade 

0 



Rank Free / Day 

Enemy - 02 

Jessica 

Charger 

Cat-3 

320 

20 

500 

KHT-0.279 Body 

-48 

KHT-2Legs 

44 

PPk51 "Kirsanoff" 

-4 

CP42 "Gobalevsky" 

-21 

PRK57-1 "Ovinnik" 

-13 

KPb62 "Borisovich" 

-27 

Rank Free / Day 

Enemy - 03 

Wong 

Wai-Wai 

Rabbit-1 

320 

15 

500 

HARTMAN-IP1 Body 

-57 

HARTMAN-4Wheels 

45 

SV Drill "Sapper" 

-32 

M-7 SRAM Launcher 

-15 

MC Composite Armor 

-13 

M-191 Grenade 

0 

Rank Free / Day 

Enemy - 04 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PROTON-K7P2Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 



Rank Free / Day 

Enemy - 05 

Dabney 

VT-R2675 

Rat-1 

490 

20 

500 

HARTMAN-IP1 Body 

-49 

HARTMAN-2Wheels 

81 

SV Drill "Sapper" 

-14 

M-7 SRAM Launcher 

0 

----- 




Rank Free /Day 

Enemy - 06 

Megan 

VT-B2146 

Bird-3 

490 

20 

500 

ZWERG-EV.3 Body 

-59 

ZWERG-Road Roller 

48 

Maschinenpistolel 7 

-8 

Maschinengewehrl 3 

-14 

EMP Granatwerfer 

0 



Rank Free / Day 

Enemy - 07 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free/Day 

Enemy - 08 

Alek 

Flip 

Dolphin 

600 

20 

600 

ZWERG-EV.3 Body 

-17 

ZWERG-4Legs 

3 

Maschinenpistolel 7 

-32 

SVabwehr Kanone5 

-16 

----- 


Eins LFK Syslem2 

-17 

Rank Free / Day 

Enemy - 09 

Claudine 

Roger 

Dog-4 

900 

35 

900 

PROTON-K7P2Body 

18 

PR0T0N-4Wheels 

61 

T53 Assault Rifle 

-22 

T62 Samurai Steel 

-49 

T68E.M.P. Grenade 

0 



Rank Free / Day 

Enemy -10 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Perun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free / Day 

Enemy -11 

Jun 

Haldeman 

Bird-6 

900 

30 

800 

KHT-0.279 Body 

-24 

KHT-Single Bailer 

0 

KUV66 "Rousalka" 

-20 

PPk51 "Kirsanoff" 

-20 

----- 




Rank Free / Day 

Enemy -12 

Mariko 

Song 

Cat-1 

1320 

40 

1000 

CARR0-H8/6 Body 

17 

CARR0-4Wheels 

11 

LM10 "Sagittario" 

20 

FA12 "Favilla" 

-32 

- 


CA22 "Grandine" 

31 

Rank Free / Day 

Enemy -13 

Tadahiro 

Sankyu 

Rat-1 

1620 

40 

1000 

PROTON-K7P2Body 

-10 

PR0T0N-4Legs 

12 

T67 Grenade M.Gun 

33 

T57 Chain Gun 

-13 

T57ASV Missile 

-50 

T50 Grenade 

-2 

Rank Free/Day 

Enemy-14 

Ben 

Eric 

Bird-1 

3150 

30 

1000 

CARR0-H8/6 Body 

-25 

CARR0-4Wheels 

57 

AMI 7 "Bastoncino" 

2 

FA12 "Favilla" 

68 

LM15 "Rondine-3" 

-31 

MC41 "Vesuvio" 

43 

Rank Free / Day 

Enemy -15 

TaLbY 

Bomb #2 

Dolphin 

3150 

35 

1000 

HARTMAN-IP1 Body 

-50 

HARTMAN-4Legs 

38 

M217 Chain Gun 

-45 

M-2019 Commercial 

22 

M-9ASV TP-Missile 

-14 

M-18 Heavy M.Gun 

30 

Rank Free/Day 

Enemy -16 

Kazune 

Heizo 

Tiger 

6000 

40 

1100 

PROTON-K7P2Body 

-15 

PR0T0N-6Legs 

0 

T62 Samurai Steel 

73 

T53 Assault Rifle 

-8 

T68E.M.P. Grenade 

28 

T66 Anti-SV Rocket 

9 

Rank Free / Day 

Enemy -17 

Andrei 

Steven 

Rat-1 

6000 

40 

1100 

KHT-0.279 Body 

10 

KHT-4Legs 

-9 

KUV66 "Rousalka" 

30 

PPk51 "Kirsanoff" 

-38 

PRK69-4 "Leshy" 

21 

AGK70 "Dogoda" 

18 

Rank Free / Day 

Enemy -18 

Johann 

Brigitte 

Wolf-1 

8810 

50 

1400 

ZWERG-EV.3 Body 

0 

ZWERG-Road Roller 

-22 

Maschinengewehrl 3 

68 

EMB Karabiner9/8 

0 

Eins LFK System2 

71 

Granatwerfer8/1 

-71 

Rank Free / Day 

Enemy -19 

Sophia 

Claudia 

Ape-1 

8810 

50 

1400 

CARR0-H8/6 Body 

0 

CARR0-2Legs 

-14 

CG25 "Diavolo" 

-20 

LM10 "Sagittario" 

7 

SM26 "Temporale" 

38 

EB32 "Nautilo" 

-89 

Rank Free / Day 

Enemy - 20 

Nicole 

Der Alle 

Sheep-1 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-2Legs 

30 

Ml 13 ETC Cannon 

2 

M-2019 Commercial 

12 

M-9ASV TP-Missile 

-10 

FAE5 "Daisy Bell" 

-92 

Rank Free / Day 

Enemy - 21 

Gimmer 

Adegan 

Cat-3 

12050 

65 

1600 

PROTON-K7P2Body 

20 

PR0T0N-4Wheels 

25 

T67 Grenade M.Gun 

-45 

T66 C02 Laser Gun 

10 

T50 Grenade 

-95 

T64 Laser Cannon 

10 





















































NEW YORK 

Rank / Day: 
Night 

Title 

Name 

N Ch ' P 

Chip Type 

Prize 

1x10) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free/Night 

Enemy - 00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PR0T0N-K7P2 Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 

----- 


Rank Free/Night 

Enemy - 01 

Wong 

Wai-Wai 

Rabbit-1 

320 

15 

500 

HARTMAN-IP1 Body 

-57 

HARTMAN-4Wheels 

45 

SV Drill "Sapper" 

-32 

M-7 SRAM Launcher 

-15 

MC Composite Armor 

-13 

M-l91 Grenade 

0 

Rank Free/Night 

Enemy - 02 

Itou 

Brian 

Ape-2 

350 

10 

500 

PR0T0N-K7P2 Body 

-10 

PROTON-HoverJel 

89 

T67 Grenade M.Gun 

0 

T67 Grenade M.Gun 

0 

...... 


T50 Grenade 

56 

Rank Free /Night 

Enemy - 03 

Sherbet 

VT-D1728 

Cat-1 

240 

10 

400 

CARR0-H8/6 Body 

-45 

CARR0-4Legs 

50 

LC15 "Tifone" 

0 

PA20 "Camerata" 

-21 

CA22 "Grandine" 

-10 

...... 


Rank Free/Night 

Enemy ■ 04 

Nick 

VT-C1257 

Dog-1 

240 

10 

400 

ZWERG-EV.3 Body 

-60 

ZWERG-4Legs 

78 

EMP Lahmung Faust 

-57 

SVabwehr Kanone5 

0 

...... 


Zwerg K-Panzerung 

-88 

Rank Free /Night 

Enemy - 05 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free/Night 

Enemy - 06 

Alek 

Flip 

Dolphin 

600 

20 

600 

ZWERG-EV.3 Body 

-17 

ZWERG-4Legs 

3 

Maschinenpistolel 7 

-32 

SVabwehr Kanone5 

-16 

...... 


Eins LFK System2 

-17 

Rank Free/Night 

Enemy - 07 

EugeneL 

RHedo 

Horse-2 

560 

30 

600 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Wheels 

53 

M-4 Recoilless Gun 

-11 

M-2019 Commercial 

-23 

M-l8 Heavy M.Gun 

-28 

...... 


Rank Free/Night 

Enemy - 08 

Cho-#l 

Morgan 

Cat-1 

3330 

30 

700 

KHT-0.279 Body 

-27 

KHT-4Legs 

2 

SV68 "Nikolayev" 

-60 

CP42 "Gobalevsky" 

-13 

EB71 "Sicksa" 

-11 

AGK54 "Veles" 

-18 

Rank Free /Night 

Enemy - 09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.2Z9 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Rerun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free/Night 

Enemy -10 

Nozomi 

Willis 

Dog-1 

900 

35 

800 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Legs 

0 

M-2019 Commercial 

-19 

M-7 SRAM Launcher 

-13 

...... 


M-9ASV TP-Missile 

-11 

Rank Free /Night 

Enemy -11 

Maryse 

Saut 

Rabbit-2 

900 

40 

800 

CARR0-H8/6 Body 

-1 

CARR0-2Legs 

0 

FA12 "Favilla" 

-7 

7VM17 "Bastoncino" 

0 

...... 


MC41 "Vesuvio" 

-15 

Rank Free/Night 

Enemy -12 

Dark-S 

lanClone 

Rabbit-1 

1620 

50 

1100 

CARR0-H8/6 Body 

0 

CARRO-4Legs 

-1 

LA52 "Giavellotto" 

-99 

AMI 7 "Bastoncino" 

15 

MC41 "Vesuvio" 

25 

LA16 "Brillamento" 

-99 

Rank Free/Night 

Enemy -13 

Corellia 

Tachi 

Bird-2 

2110 

40 

1100 

PR0T0N-K7P2 Body 

6 

PR0T0N-4Legs 

-36 

T62 Samurai Steel 

24 

T66C02 Laser Gun 

-99 

T68E.M.P. Grenade 

-22 

T57ASV Missile 

0 

Rank Free/Night 

Enemy -14 

Ben 

Eric 

Bird-1 

3150 

30 

1000 

CARR0-H8/6 Body 

-25 

CARR0-4Wheels 

57 

AM17"Bastoncino" 

2 

FA12 "Favilla" 

68 

LM15 "Rondine-3" 

-31 

MC41 "Vesuvio" 

43 

Rank Free/Night 

Enemy -15 

TaLbY 

Bomb #2 

Dolphin 

3150 

35 

1000 

HARTMAN-IP1 Body 

-50 

HARTMAN-4Legs 

38 

M217 Chain Gun 

-45 

M-2019 Commercial 

22 

M-9ASV TP-Missile 

-14 

M-l 8 Heavy M.Gun 

30 

Rank Free/Night 

Enemy -16 

Kazune 

Heizo 

Tiger 

6000 

40 

1100 

PR0T0N-K7P2 Body 

-15 

PR0T0N-6Legs 

0 

T62 Samurai Steel 

73 

T53 Assault Rifle 

-8 

T68E.M.P. Grenade 

28 

T66 Anti-SV Rocket 

9 

Rank Free /Night 

Enemy -17 

Andrei 

Steven 

Rat-1 

6000 

40 

1100 

KHT-0.2Z9 Body 

10 

KHT-4Legs 

-9 

KUV66 "Rousalka" 

30 

PPk51 "Kirsanoff" 

-38 

PRK69-4 "Leshy" 

21 

AGK70 "Dogoda" 

18 

Rank Free/Night 

Enemy -18 

Johann 

Brigitte 

Wolf-1 

8810 

50 

1400 

ZWERG-EV.3 Body 

0 

ZWERG-Road Roller 

-22 

Maschinengewehrl 3 

68 

EMB Karabiner9/8 

0 

Eins LFK System2 

71 

Granatwerfer8/1 

-71 

Rank Free /Night 

Enemy -19 

Sophia 

Claudia 

Ape-1 

8810 

50 

1400 

CARR0-H8/6 Body 

0 

CARR0-2Legs 

-14 

CG25 "Diavolo" 

-20 

LM10 "Sagitlario" 

7 

SM26 "Temporale" 

38 

EB32 "Nautilo" 

-89 

Rank Free/Night 

Enemy - 20 

Nicole 

Der Alte 

Sheep-1 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-2Legs 

30 

Ml 13 ETC Cannon 

2 

M-2019 Commercial 

12 

M-9ASV TP-Missile 

-10 

FAE5 "Daisy Bell" 

-92 

Rank Free/Night 

Enemy - 21 

Gimmer 

Adegan 

Cat-3 

12050 

65 

1600 

PR0T0N-K7P2 Body 

20 

PR0T0N-4Wheels 

25 

T67 Grenade M.Gun 

-45 

T66 C02 Laser Gun 

10 

T50 Grenade 

-95 

T64 Laser Cannon 

10 
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SHINJUKU 




















Rank / Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Ranks 

Regional 

Ranker 

Masami 

Virginia 

Special-Shinjuku 

18000 

□ 

2400 | 

PROTON-K7P2 Body 

Q 

PROTON-HoverJet 

□ 

T64 Sawed-off Gun 

0 

T67 Grenade M.Gun 

0 

T70 DL-ASV Missile 

□ 

T66 Anti-SV Rocket 

□ 


Rank A / Day 

Area Ranker 

Number41 

Doctor 

Shark 

12050 

60 

1600 

M0LNIYA-0.476 Body 

-25 

MOLNIYA-Hover Jet 

0 

SV71-2 "Leonov" 

-50 

LPI70 "Tarkovsky" 

-50 

PRK69-6 "Minsk" 

-50 

KPa68 "Artemyev" 

-50 

Rank A / Day 

Enemy - 00 

Lieut 

Tadon 

Horse-1 

1320 

40 

1000 

CARR0-H8/6 Body 

-5 

CARR0-4Wheels 

0 

AM17"Bastoncino" 

-9 

AMI 7 "Bastoncino" 

-3 

LG28 "Fionda" 

-2 

AC44 "Difesa" 

0 

Rank A / Day 

Enemy - 01 


S.O.L 

Cat-4 

1320 

45 

1000 

CARR0-H8/6 Body 

-2 

CARR0-6Legs 

0 

LM10 „Sagittario" 

-5 

FL30 „Cacciatore" 

-38 

LAI 6 „Brillamento" 

28 

LM15 „Rondine-3" 

16 

Rank A / Day 

Enemy - 02 

Chiyoko 

Sanma 

Bird-7 

1320 

45 

1000 

HARTMAN-IP1 Body 

-5 

HARTMAN-2Wheels 

2 

M-7 SRAM Launcher 

-4 

SV Drill „Sapper" 

32 

M-191 Grenade 

-16 

M-9ASV TP-Missile 

-11 

Rank A / Day 

Enemy - 03 

Ryu-saku 

Nezu 

Bear-3 

1320 

40 

1000 

KHT-0.279 Body 

-21 

KHT-2Wheels 

-2 

KUV66 „Rousalka" 

-17 

KUV66 „Rousalka" 

-18 

KB67 „Kmkis" 

-11 

AGK70 „Dogoda" 

-16 

Rank A / Day 

Enemy - 04 

Kiyoko25 

Jc s 

Cat-2 

1620 

40 

1000 

PR0T0N-K7P2 Body 

-28 

PR0T0N-2Legs 

-61 

T62 Samurai Steel 

46 

T64 Sawed-off Gun 

-36 

__ 

- 

T68E.M.R Grenade 

10 

Rank A / Day 

Enemy - 05 

Takasi27 

Benardi 

Dog-1 

1620 

40 

1000 

KHT-0.279 Body 

-31 

KHT-4Wheels 

6 

KUV66 „Rousalka" 

28 

SV68 „Nikolayev" 

39 

EB71 „Sicksa" 

-18 

PRK57-1 „0vinnik" 

-37 

Rank A / Day 

Enemy - 06 

Masaru26 

Simmons 

Bird-7 

1620 

40 

1000 

CARR0-H8/6 Body 

-39 

CARR0-4Legs 

-62 

PA20 „Camerata" 

-24 

FA12 „Favilla" 

46 

MC41 „Vesuvio" 

-42 

EB32 „Nautilo" 

-12 

Rank A / Day 

Enemy - 07 

Miyakol9 

Dobrov 

Ape-1 

1620 

50 

1100 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

75 

EMB Karabiner9/8 

24 

Maschinengewehrl 3 

-54 

EMP Granalwerfer 

-22 

Eins LFK System2 

25 

Rank A / Day 

Enemy - 08 

TaKeYaMa 

NaBe 

Cat-1 

1620 

40 

1100 

CARR0-H8/6 Body 

15 

CARR0-6Wheels 

25 

AMI 7 „Bastoncino" 

26 

LM10 „Sagittario" 

-54 

MC41 „Vesuvio" 

-58 

CA22 „Grandine" 

27 

Rank A / Day 

Enemy - 09 

kAi 

MiTsuRu 

Bird-6 

1620 

45 

1100 

PR0T0N-K7P2 Body 

30 

PR0T0N-4Wheels 

-21 

T64 Sawed-off Gun 

56 

T64 Sawed-off Gun 

-30 

T66 Anti-SV Rocket 

-21 

PT Hybrid Armor 

-61 

Rank A / Day 

Enemy -10 

YaMaGaTa 

EiGhTy-2 

Dog-2 

2110 

45 

1100 

CARR0-H8/6 Body 

-25 

CARR0-4Wheels 

40 

LC15 „Tifone" 

34 

FA12 „Favilla" 

35 

SM26 „Temporale" 

-13 

LM15 „Rondine-3" 

15 

Rank A / Day 

Enemy -11 

Kel 

SyO-TaRo 

Turtle 

2110 

55 

1100 

PR0T0N-K7P2 Body 

21 

PROTON-HoverJet 

44 

T48 Machine Pistol 

-51 

T66 C02 Laser Gun 

-2 

T66 Anti-SV Rocket 

-26 

T50 Grenade 

-49 

Rank A / Day 

Enemy -12 

ChiP 

CaPsUlE 

Rabbit-2 

5940 

40 

1200 

HARTMAN-IP1 Body 

6 

HARTMAN-6Wheels 

0 

M217 Chain Gun 

-20 

M-32 Assault Rifle 

22 

M-191 Grenade 

-12 

M-9ASV TP-Missile 

9 

Rank A / Day 

Enemy -13 

KiNg-PiN 

StaR-B 

Horse-2 

8910 

45 

1200 

ZWERG-EV.3 Body 

33 

ZWERG-Road Roller 

0 

EMP Lahmung Faust 

43 

Maschinengewehrl 3 

-10 

Granalwerfer8/1 

56 

SVabwehr Kanone7 

22 







































Table continued from previous page 


Option 1 

Option 2 

Option 3 

Option 4 

Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

SkilUv. 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

SkiilLv. 

SkiilLv. 

Jump Skill 
Lv. 

Point 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special Armor 

Special Armor 

...... 

0 

□ 

□ 

0 

n 

0 

00 

18 

□ 

00 

00 

00 

23 

00 

00 

00 

No.014 

n 

No.084 


Special O.C. 
Generator 

Special Armor 

Special Armor 

...... 

12 

12 

15 

9 

12 

11 

12 

12 

15 

12 

11 

14 

20 

11 

18 

20 

Color 49 

. 

No.133 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

11 

8 

10 

6 

6 

9 

11 

8 

10 

5 

13 

3 

8 

13 

12 

ColorTl 

No.129 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Color 71 

No.129 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

8 

8 

8 

10 

10 

9 

10 

10 

10 

11 

10 

10 

10 

13 

7 

8 

Color 70 

. 

No.196 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Color 69 

No.182 


Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

8 

8 

8 

8 

10 

9 

10 

10 

10 

13 

10 

11 

9 

9 

11 

8 

Color°68 

No.058 

No.058 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

7 

10 

6 

7 

7 

7 

7 

8 

13 

12 

6 

7 

7 

Color 68 

No.060 

No.060 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

10 

7 

4 

7 

7 

7 

8 

7 

7 

7 

4 

13 

13 

ColorM 

No.059 

No.059 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Color°68 

No.062 

No.062 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

8 

9 

8 

9 

11 

11 

8 

9 

8 

13 

9 

11 

10 

13 

7 

8 

Color 66 

. 

No.135 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Color°65 

...... 

No.134 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

11 

8 

10 

6 

6 

9 

11 

8 

10 

5 

13 

3 

8 

13 

12 

Color 64 

No.035 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

10 

8 

8 

8 

9 

10 

10 

8 

8 

10 

11 

9 

9 

8 

13 

13 

No.025 

. 

No.133 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

8 

9 

8 

9 

11 

11 

8 

9 

8 

13 

9 

11 

10 

13 

7 

8 

Color°67 

No. 143 

No.143 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

10 

10 

16 

5 

13 

8 

10 

10 

16 

13 

13 

13 

17 

13 

9 

8 

Color°67 

No.143 

No.143 
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Option 1 

Option 2 

Option 3 

Option 4 

Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

SkilUv. 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

SkillLv. 

SkillLv. 

Jump Skill 
Lv. 

Point 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special Armor 

Special Armor 

...... 

12 

13 

12 

13 

17 

17 

12 

13 

12 

20 

13 

17 

15 

20 

10 

12 

Color°72 

No.069 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

11 

8 

10 

6 

6 

9 

11 

8 

10 

5 

13 

3 

8 

13 

12 

ColorTs 

. 

No.200 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

10 

8 

8 

9 

10 

6 

10 

8 

8 

10 

10 

7 

6 

6 

13 

13 

ColorTs 

. 

No.200 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

11 

11 

11 

12 

12 

13 

9 

9 

8 

13 

8 

8 

7 

8 

9 

11 

Color 75 

. 

No.200 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

10 

7 

4 

7 

7 

7 

8 

7 

7 

7 

4 

13 

13 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

7 

10 

6 

7 

7 

7 

7 

8 

13 

12 

6 

7 

7 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

8 

9 

8 

13 

6 

8 

9 

9 

8 

13 

8 

10 

7 

12 

7 

7 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

8 

9 

8 

9 

11 

11 

8 

9 

8 

13 

9 

11 

10 

13 

7 

8 

Color°74 

. 

No.002 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

CoIor°74 

. 

No.002 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

8 

8 

12 

4 

10 

6 

8 

8 

12 

10 

10 

10 

13 

10 

7 

6 

Coior°74 

. 

No.002 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

10 

8 

8 

9 

10 

6 

10 

8 

8 

10 

10 

7 

6 

6 

13 

13 

Color 73 

...... 

No.069 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Color 73 

. 

No.069 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Color°73 

. 

No.069 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

12 

12 

12 

13 

10 

5 

10 

10 

10 

11 

10 

10 

10 

5 

17 

17 

Color73 

. 

No.069 
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SHINJUKU 

Rank/Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank B / Day 

Area Ranker 

sh™ 

Karin 

Dog-3 

8810 

50 

1400 

PR0T0N-K7P2 Body 

0 

PR0T0N-4Wheels 

17 

T70MLRS Launcher 

-60 

T57 Chain Gun 

-27 

...... 


T54 30mm Chain Gun 

-9 

Rank B / Day 

Enemy - 00 

Kawada 

Gannon 

Rat-1 

200 

30 

800 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank B / Day 

Enemy - 01 


Heston 

Cat-5 

680 

35 

800 

CARRO-H8/6 Body 

-4 

CARRO-4Wheels 

0 

AM17 "Bastoncino" 

-5 

PA20 "Camerata" 

-11 

AC44 "Difesa" 

0 

LG28 "Fionda" 

-11 

Rank B / Day 

Enemy - 02 

Yutani 

Punch 

Dog-3 

790 

30 

800 

HARTMAN-IP1 Body 

-15 

HARTMAN-4Wheels 

-1 

SV Drill "Sapper" 

-16 

SV Drill "Sapper" 

-15 

M2A5 "Chip Killer" 

0 

...... 


Rank B / Day 

Enemy - 03 

Karita 

Coeurl 

Turtle 

790 

35 

800 

HARTMAN-IP1 Body 

-15 

HARTMAN-6Wheels 

81 

M-32 Assault Rifle 

14 

M-2019 Commercial 

0 

M-l 8 Heavy M.Gun 

0 

M-9ASV TP-Missile 

0 

Rank B / Day 

Enemy - 04 

Jun 

Haldeman 

Bird-6 

900 

30 

800 

KHT-0.279 Body 

-24 

KHT-Single Bailer 

0 

KUV66 "Rousalka" 

-20 

PPk51 "Kirsanoff" 

-20 

...... 

- 

. 


Rank B / Day 

Enemy - 05 

Nozomi 

Willis 

Dog-1 

900 

35 

800 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Legs 

0 

M-2019 Commercial 

-19 

M-7 SRAM Launcher 

-13 

...... 

-- 

M-9ASV TP-Missile 

-11 

Rank B / Day 

Enemy - 06 

Ogawa 

Bruce 

Shark 

900 

30 

800 

CARRO-H8/6 Body 

-5 

CARR0-2Wheels 

0 

LM10 "Sagittario" 

-5 

PA20 "Camerata" 

-2 

LG28 "Fionda" 

-11 

LG28 "Fionda" 

-1 

Rank B / Day 

Enemy - 07 

Shibano 

Asimov 

Cat-1 

900 

40 

900 

KHT-0.279 Body 

-1 

KHT-4Legs 

0 

KPk54 "Kuznetsov" 

-6 

KUV66 "Rousalka" 

0 

KPb62 "Borisovich" 

-15 

AGK54 "Veles" 

-8 

Rank B / Day 

Enemy - 08 

Helen 

Voter 

Rat-1 

900 

30 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

56 

EMP Lahmung Faust 

-23 

Maschinenpistolel 7 

-38 

Maschinengewehr9 

13 

...... 


Rank B / Day 

Enemy - 09 

Gray 

Kuehle 

Dog-5 

900 

30 

900 

ZWERG-EV.3 Body 

10 

ZWERG-4Baller 

40 

EMP Lahmung Faust 

-10 

Maschinengewehrl 3 

-19 

Eins LFK System2 

-20 

...... 


Rank B / Day 

Enemy -10 

Georg 

No.11811 

Ape-1 

900 

35 

900 

ZWERG-EV.3 Body 

-28 

ZWERG-Road Roller 

-3 

Maschinenpistolel 7 

-10 

EMP Lahmung Faust 

-13 

Eins LFK System2 

-17 

Granatwerfer8/1 

-19 

Rank B / Day 

Enemy -11 

Masayuki 

Happy 

Fish-2 

900 

30 

900 

PR0T0N-K7P2 Body 

-8 

PR0T0N-3Wheels 

27 

T67 Grenade M.Gun 

-24 

T48 Machine Pistol 

-6 

T54 30mm Chain Gun 

-23 

PT Hybrid Armor 

0 

Rank B / Day 

Enemy -12 

Hayato 

Tara 

Wolf-1 

3420 

35 

1000 

PR0T0N-K7P2 Body 

-1 

PR0T0N-3Wheels 

20 

T64 Sawed-off Gun 

-1 

T57 Chain Gun 

-2 

T50 Grenade 

0 

T68 E.M.P. Grenade 

-1 

Rank B / Day 

Enemy -13 


Gamma 

Ape-2 

6090 

40 

1000 

PR0T0N-K7P2 Body 

0 

PR0T0N-4Wheels 

61 

T62 Samurai Steel 

1 

T53 Assault Rifle 

-6 

T57ASV Missile 

14 

T70DL-ASV Missile 

-12 
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Option 1 

Option 2 

Option 3 

Option 4 

Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

Skill 9 '!. 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

Skill!!. 

Skill'! 

Jump Skill 
Lv. 

Paint 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special Armor 

Special Armor 

Special Armor 

12 

12 

12 

13 

10 

5 

10 

10 

10 

11 

10 

10 

10 

5 

17 

17 

No.055 

No.056 

No.056 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

4 

4 

4 

5 

5 

5 

5 

5 

5 

6 

5 

5 

5 

7 

4 

4 

No.041 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

7 

7 

7 

9 

9 

8 

9 

9 

9 

10 

9 

9 

9 

12 

6 

7 

No.041 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

8 

6 

6 

7 

8 

5 

8 

6 

6 

8 

8 

5 

5 

5 

10 

10 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

6 

6 

6 

6 

8 

7 

8 

8 

8 

10 

8 

8 

7 

7 

8 

6 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

6 

6 

6 

6 

8 

7 

8 

8 

8 

10 

8 

8 

7 

7 

8 

6 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

8 

6 

6 

6 

7 

8 

8 

6 

6 

8 

8 

7 

7 

6 

10 

10 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

7 

7 

7 

8 

6 

3 

6 

6 

6 

6 

6 

6 

6 

3 

10 

10 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

6 

6 

8 

5 

6 

5 

6 

6 

8 

6 

5 

7 

10 

5 

9 

10 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

7 

8 

6 

8 

5 

5 

7 

8 

6 

8 

4 

10 

2 

6 

10 

9 

No.056 

No.078 

No.078 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

7 

7 

7 

6 

8 

10 

7 

7 

7 

8 

7 

7 

6 

8 

8 

8 

No.056 

No.078 

No.078 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

9 

7 

7 

8 

9 

6 

9 

7 

7 

9 

9 

6 

6 

6 

12 

12 

No.056 

No.078 

No.078 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 


7 

7 

7 

6 

8 

10 

7 

7 

7 

8 

7 

7 

6 

8 

8 

8 

No.055 

No.059 

No.060 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

8 

8 

8 

7 

9 

12 

8 

8 

8 

9 

8 

8 

7 

10 

9 

9 

No.05S 

No.060 

No.060 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

8 

8 

8 

6 

8 

13 

8 

8 

8 

12 

7 

7 

6 

12 

6 

6 

No.055 

No.058 

No.058 












































Table continues on next page 


SHINJUKU 

Rank / Day: 
Night 

Title 

Name 

N Ch ' P 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank B / Night 

Area Ranker 

Ikematsu 

Shinbian 

Dog-5 

8810 

55 

1400 

KHT-0.279 Body 

15 

KHT-2Legs 

-21 

PPc71 "Cherenkov" 

6 

KUV66 "Rousalka" 

-5 

AGK54 "Veles" 

-20 

KPb62 "Borisovich" 

6 

Rank B / Night 

Enemy - 00 

Mi 

Maarzo 

Cat-4 

200 

30 

800 

CARR0-H8/6 Body 

0 

CARR0-6Legs 

-5 

FA12 "Favilla" 

-14 

FA12 "Favilla" 

-65 

CA22 "Grandine" 

-84 

LG28 "Fionda" 

-14 

Rank B / Night 

Enemy - 01 

Gaspare 

Bind 

Fish-1 

680 

35 

800 

CARR0-H8/6 Body 

-8 

CARR0-4Legs 

0 

AM17 "Bastoncino" 

-8 

AMI 7 "Bastoncino" 

-6 

LM15 "Rondine-3" 

-11 

LM15 "Rondine-3" 

-8 

Rank B / Night 

Enemy - 02 

Enrice 


Ape-2 

790 

40 

800 

CARR0-H8/6 Body 

0 

CARR0-4Wheels 

47 

PA20 "Camerata" 

-20 

FA12 "Favilla" 

46 

LG28 "Fionda" 

-17 

LG28 "Fionda" 

-20 

Rank B / Night 

Enemy - 03 

Walton 

F-Things 

Bird-4 

790 

30 

800 

HARTMAN-IP1 Body 

-3 

HARTMAN-2Legs 

0 

SV Drill "Sapper" 

-1 

M-4 Recoilless Gun 

-13 

M-9ASV TP-Missile 

-9 

M-191 Grenade 

-4 

Rank B / Night 

Enemy - 04 

MaryAnne 

Giant 

Pig 

900 

30 

800 

HARTMAN-IP1 Body 

24 

HARTMAN-2Legs 

10 

M217 Chain Gun 

-32 

M-2019 Commercial 

41 

M-9ASV TP-Missile 

-45 

M-2 SRAM Launcher 

-39 

Rank B / Night 

Enemy - 05 

Kirsten 

Douglas 

Lizard-2 

900 

40 

800 

HARTMAN-IP1 Body 

0 

HARTMAN-4Wheels 

39 

M-32 Assault Rifle 

-12 

M-32 Assault Rifle 

-23 

M-191 Grenade 

0 

...... 


Rank B / Night 

Enemy - 06 

Akihiko 

Pansona 

Dolphin 

900 

30 

800 

ZWERG-EV.3 Body 

10 

ZWERG-4Baller 

58 

Maschinenpistolel7 

-18 

SVabwehr Kanone5 

-14 

EMP Granatwerfer 

-15 

...... 


Rank B / Night 

Enemy - 07 

Miyuki 

Beach 

Dog-4 

900 

30 

900 

KHT-0.279 Body 

-2 

KHT-4Wheels 

27 

SV68 "Nikolayev" 

-15 

SV68 "Nikolayev" 

-12 

PRK57-1 "Ovinnik" 

-14 

PRK57-1 "Ovinnik" 

-15 

Rank B / Night 

Enemy - 08 


Jupiter 

Horse-2 

900 

30 

900 

ZWERG-EV.3 Body 

-11 

ZWERG-4Baller 

10 

SVabwehr Kanone5 

-11 

SVabwehr Kanone5 

-7 

EMP Granatwerfer 

0 

Eins LEK System2 

-7 

Rank B / Night 

Enemy - 09 

Tomokazu 

Dian 

Rabbit-2 

900 

30 

900 

PR0T0N-K7P2 Body 

-3 

PR0T0N-4Wheels 

28 

T53 Assault Rifle 

-11 

T53 Assault Rifle 

-13 

T57ASV Missile 

-13 

T50 Grenade 

-12 

Rank B / Night 

Enemy -10 

Isi-Matu 

MutantNl 

Bird-2 

900 

40 

900 

KHT-0.279 Body 

-15 

KHT-Single Bailer 

33 

APG65 "Perun" 

-13 

APG65 "Perun" 

-25 

PRK57-1 "Ovinnik" 

-19 

AGK54 "Veles" 

-2 

Rank B / Night 

Enemy -11 

Tako-Ka 

MutantHl 

Dog-1 

900 

40 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-2Legs 

-48 

Maschinengewehrl 3 

30 

Schmelzen Faust 

-14 

...... 

- 

Zwei LFK System5 

-17 

Rank B / Night 

Enemy -12 

Kamakura 

Boron 

Cat-4 

3420 

30 

1000 

PR0T0N-K7P2 Body 

15 

PR0T0N-2Legs 

-22 

T67 Grenade M.Gun 

8 

T48 Machine Pistol 

-16 

FT Hybrid Armor 

6 

T50 Grenade 

11 

Rank B / Night 

Enemy -13 

Shujumi 

Arigato 

Bird-7 

6090 

30 

1000 

PR0T0N-K7P2 Body 

5 

PR0T0N-6Legs 

-9 

T48 Machine Pistol 

-30 

T67 Grenade M.Gun 

-6 

T50 Grenade 

25 

T50 Grenade 

3 
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Option 1 

Option 2 

Option 3 

Option 4 

Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

SkX 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

SkillLv. 

SkillLv. 

Jump Skill 
Lv. 

Point 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

10 

10 

16 

5 

13 

8 

10 

10 

16 

13 

13 

13 

17 

13 

9 

8 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

7 

7 

7 

8 

6 

3 

6 

6 

6 

6 

6 

6 

6 

3 

10 

10 

Color 01 

No.219 

No.219 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

8 

10 

7 

9 

6 

6 

8 

10 

7 

9 

5 

12 

3 

7 

12 

11 

Color 01 

No.219 

No.219 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

11 

8 

10 

6 

6 

9 

11 

8 

10 

5 

13 

3 

8 

13 

12 

ColoiTl 

No.219 

No.219 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

8 

7 

7 

5 

6 

10 

8 

7 

7 

5 

8 

7 

7 

5 

7 

6 

No.020 

No.083 

No.083 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

6 

6 

8 

5 

6 

5 

6 

6 

8 

6 

5 

7 

10 

5 

9 

10 

No.020 

No.083 

No.083 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

8 

8 

10 

6 

8 

7 

8 

8 

10 

8 

7 

9 

13 

7 

12 

13 

No.020 

No.083 

No.083 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

7 

7 

7 

6 

8 

10 

7 

7 

7 

8 

7 

7 

6 

8 

8 

8 

No.006 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

6 

6 

8 

5 

6 

5 

6 

6 

8 

6 

5 

7 

10 

5 

9 

10 

No.006 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

6 

6 

6 

6 

8 

7 

8 

8 

8 

10 

8 

8 

7 

7 

8 

6 

No.006 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

6 

6 

6 

8 

10 

6 

8 

8 

8 

10 

6 

5 

6 

6 

8 

9 

No.006 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

9 

9 

9 

10 

7 

4 

7 

7 

7 

8 

7 

7 

7 

4 

13 

13 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

7 

8 

6 

8 

5 

5 

7 

8 

6 

8 

4 

10 

2 

6 

10 

9 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

6 

6 

6 

8 

10 

6 

8 

8 

8 

10 

6 

5 

6 

6 

8 

9 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

8 

8 

8 

10 

13 

8 

10 

10 

10 

13 

8 

7 

8 

8 

11 

12 

No.048 

No.138 

No.138 
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Option 1 

Option 2 

Option 3 

Option 4 

Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

skill 9 !!! 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

Skill Lv. 

Skillk 

Jump Skill 
Lv. 

Paint 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Color 63 

No.152 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 

. 

...... 

4 

4 

4 

5 

7 

4 

5 

5 

5 

7 

4 

4 

4 

4 

6 

6 

No.028 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

4 

4 

4 

4 

5 

5 

5 

5 

5 

7 

5 

6 

5 

5 

6 

4 

No.028 

. 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

4 

4 

5 

5 

3 

5 

4 

4 

5 

5 

4 

3 

3 

7 

7 

No.019 

. 

No. 186 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

5 

6 

4 

2 

4 

4 

4 

5 

4 

4 

4 

2 

7 

7 

No.019 

. 

No.186 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

5 

5 

5 

4 

5 

7 

5 

5 

5 

5 

5 

5 

4 

6 

5 

5 

No.019 

. 

No.186 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

4 

6 

4 

5 

5 

5 

4 

6 

4 

3 

3 

3 

6 

7 

Co!or°47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

5 

6 

4 

5 

3 

3 

5 

6 

4 

5 

3 

7 

2 

4 

7 

6 

Color 47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

5 

3 

4 

7 

5 

5 

5 

4 

6 

5 

5 

3 

5 

4 

Color 47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 

— 

...... 

4 

4 

4 

5 

7 

4 

5 

5 

5 

7 

4 

4 

4 

4 

6 

6 

Color 50 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

5 

4 

5 

7 

5 

5 

5 

5 

5 

5 

4 

6 

5 

5 

Coior°33 

. 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

6 

6 

6 

6 

6 

7 

5 

5 

4 

7 

4 

4 

4 

4 

5 

6 

No.048 

No. 138 

No. 138 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

5 

4 

5 

7 

5 

5 

5 

5 

5 

5 

4 

6 

5 

5 

Co!or°63 

No.152 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

5 

6 

4 

5 

3 

3 

5 

6 

4 

5 

3 

7 

2 

4 

7 

6 

Coior°63 

No.152 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

7 

7 

7 

6 

8 

10 

7 

7 

7 

8 

7 

7 

6 

8 

8 

8 

Coior63 

No.152 

...... 
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Option 2 

Option 3 
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Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

sK. 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

Skill Lv. 

Skillk 

Jump Skill 
Lv. 

Paint 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

8 

8 

8 

10 

10 

9 

10 

10 

10 

11 

10 

10 

10 

13 

7 

8 

Color 47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

5 

4 

5 

7 

5 

5 

5 

5 

5 

5 

4 

6 

5 

5 

No.028 

. 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

5 

6 

4 

2 

4 

4 

4 

5 

4 

4 

4 

2 

7 

7 

No.028 

. 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

4 

5 

4 

5 

6 

6 

4 

5 

4 

7 

5 

6 

5 

7 

4 

4 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

5 

5 

5 

3 

5 

7 

5 

5 

5 

7 

4 

4 

3 

7 

3 

3 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

4 

4 

4 

3 

6 

4 

4 

4 

5 

3 

7 

7 

7 

5 

3 

4 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

5 

4 

4 

5 

5 

3 

5 

4 

4 

5 

5 

4 

3 

3 

7 

7 

No.045 

No.001 

No.001 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

5 

4 

4 

5 

5 

3 

5 

4 

4 

5 

5 

4 

3 

3 

7 

7 

No.045 

No.001 

No.001 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

5 

6 

4 

2 

4 

4 

4 

5 

4 

4 

4 

2 

7 

7 

No.04S 

No.001 

No.001 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

6 

4 

5 

3 

3 

5 

6 

4 

5 

3 

7 

2 

4 

7 

6 

ColorOO 

No.115 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

5 

7 

2 

6 

4 

5 

5 

7 

6 

6 

6 

8 

6 

4 

4 

ColorOO 

No.115 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

7 

7 

7 

6 

8 

10 

7 

7 

7 

8 

7 

7 

6 

8 

8 

8 

ColorOO 

No.115 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

6 

4 

5 

3 

3 

5 

6 

4 

5 

3 

7 

2 

4 

7 

6 

CoIor°47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

5 

5 

5 

3 

5 

7 

5 

5 

5 

7 

4 

4 

3 

7 

3 

3 

CoIor°47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

7 

7 

7 

6 

8 

10 

7 

7 

7 

8 

7 

7 

6 

8 

8 

8 

Color 47 

No.139 

No.139 






















































Table continues on next page 


SHINJUKU 

Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank D/Day 

Area Ranker 

Kura 

Gib™ 

Bird-4 

3150 

33 

1000 

PROT0N-K7P2 Body 

-15 

PROTO N-4Wheels 

99 

T67 Grenade M.Gun 

-49 

T64 Sawed-off Gun 

38 

T57ASV Missile 

-38 

T68 E.M.P. Grenade 

-46 

Rank D / Day 

Enemy - 00 


VT-H8348 

Rabbit-2 

240 

10 

400 

ZWERG-EV.3 Body 

-50 

ZWERG-4Legs 

20 

SVabwehr Kanone5 

-19 

Schmelzen Faust 

0 

Maschinengewehr9 

-24 


- 

Rank D / Day 

Enemy - 01 

Kazuyo 

VT-C7763 

Bird-7 

240 

10 

400 

KHT-0.279 Body 

-40 

KHT-Single Bailer 

45 

CP42 "Gobalevsky" 

-4 

CP42 "Gobalevsky" 

-8 

--- 


AGK54 "Veles" 

-10 

Rank D / Day 

Enemy - 02 

s “ h 

VT-B4672 

Cat-4 

290 

10 

400 

HARTMAN-IP1 Body 

-40 

HARTMAN-Crawler 

75 

M-7 SRAM Launcher 

-5 

M-32 Assault Rifle 

-12 

M-9ASV TP-Missile 

-6 

M-191 Grenade 

-5 

Rank D / Day 

Enemy • 03 


MoeMoeF3 

Dolphin 

290 

10 

400 

HARTMAN-IP1 Body 

-35 

HARTMAN-2Wheels 

43 

M-32 Assault Rifle 

-35 

M-2019 Commercial 

-10 

M-2 SRAM Launcher 

-8 

M-l8 Heavy M.Gun 

-26 

Rank D / Day 

Enemy - 04 


MoeMoeC4 

Shark 

320 

15 

400 

ZWERG-EV.3 Body 

-28 

ZWERG-2Wheels 

42 

Maschinengewehrl 3 

-71 

Maschinenpistolel 7 

-32 

Maschinengewehr9 

-22 

Zwerg K-Panzerung 

-12 

Rank D / Day 

Enemy - 05 

Kei-sama 

MoeMoeE9 

Bird-7 

320 

15 

400 

CARRO-H8/6 Body 

-20 

CARR0-6Legs 

0 

FA12 "Favilla" 

-10 

FA12 "Favilla" 

-31 

--- 



- 

Rank D / Day 

Enemy • 06 

Onoda-3 

KenKen6 

Cat-2 

320 

10 

400 

PROT0N-K7P2 Body 

-99 

PROTO N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 


- 

Rank D / Day 

Enemy - 07 

Mitsue 

Waon 

Dog-3 

320 

10 

500 

KHT-0.279 Body (S) 

0 

KHT-4Wheels (S) 

0 

PPk51 "Kirsanoff" 

-45 

PPk51 "Kirsanoff" 

-45 

-- 


PRK57-1 "Ovinnik" 

-55 

Rank D / Day 

Enemy ■ 08 

Voshibow 

Chiyozi 

Dog-4 

320 

15 

500 

PROT0N-K7P2 Body 

-40 

PROTO N-3Wheels 

50 

T62 Samurai Steel 

-19 

T53 Assault Rifle 

-8 

T50 Grenade 

-10 

T70 DL-ASV Missile 

-11 

Rank D / Day 

Enemy ■ 09 

Erika 

Brownie 

Dog-2 

320 

15 

500 

CARRO-H8/6 Body 

-29 

CARR0-2Wheels 

79 

FA12 "Favilla" 

-20 

LC15 "Tifone" 

-41 

LM15 "Rondine-3" 

-24 

--- 

- 

Rank D / Day 

Enemy -10 

Natsuko 

Ambrose 

Ape-2 

350 

10 

500 

ZWERG-EV.3 Body 

-38 

ZWERG-4Baller 

47 

SVabwehr Kanone5 

0 

Maschinenpistolel 7 

0 

Zwerg K-Panzerung 

0 


- 

Rank D / Day 

Enemy -11 

Itou 

Brian 

Ape-2 

350 

10 

500 

PROT0N-K7P2 Body 

-10 

PROTON-HoverJet 

89 

T67 Grenade M.Gun 

0 

T67 Grenade M.Gun 

0 

-- 


T50 Grenade 

56 

Rank D / Day 

Enemy-12 

Maki 

Picnic 

Ape-2 

840 

20 

600 

CARRO-H8/6 Body 

-31 

CARR0-2Legs 

37 

LC15 "Tifone" 

-13 

FL30 "Cacciatore" 

-8 

LM15 "Rondine-3" 

-25 

MC41 "Vesuvio" 

0 

Rank D / Day 

Enemy -13 

Akinobu 

Brin 

Bear-3 

1440 

20 

600 

KHT-0.279 Body 

-6 

KHT-Road Roller 

0 

APG65 "Perun" 

-1 

PPk51 "Kirsanoff" 

-3 

PRK57-1 "Ovinnik" 

-4 

PRK57-1 "Ovinnik" 

-11 
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Option 2 

Option 3 
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Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

SkilUv. 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

SkillLv. 

SkillLv. 

Jump Skill 
Lv. 

Point 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

7 

8 

6 

8 

5 

5 

7 

8 

6 

8 

4 

10 

2 

6 

10 

9 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 

No.028 

. 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

2 

2 

2 

2 

2 

3 

2 

3 

2 

2 

3 

2 

No.028 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

3 

1 

2 

1 

2 

2 

3 

2 

2 

2 

3 

2 

2 

1 

No.028 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

1 

2 

3 

2 

2 

2 

2 

3 

2 

2 

1 

2 

2 

Color 47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

2 

3 

3 

3 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

£1? 

It 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

3 

2 

2 

1 

1 

2 

3 

2 

2 

1 

3 

1 

2 

3 

3 

Color 47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 


. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

3 

2 

2 

2 

2 

2 

3 

2 

1 

1 

1 

3 

3 

Color°24 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

1 

2 

3 

2 

2 

2 

3 

2 

2 

1 

3 

1 

1 

No.038 

. 

No.135 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

3 

2 

2 

1 

1 

2 

3 

2 

2 

1 

3 

1 

2 

3 

3 

Color°30 

. 


Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

2 

1 

2 

2 

2 

2 

2 

2 

2 

1 

3 

3 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

— 

...... 

2 

2 

3 

1 

2 

1 

2 

2 

3 

2 

2 

2 

3 

2 

2 

1 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

6 

4 

5 

3 

3 

5 

6 

4 

5 

3 

7 

2 

4 

7 

6 

No.014 

. 

No.084 
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SHINJUKU 

Rank / Day: 
Night 

Title 

Name 

Chip 

Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank D / Night 

Area Ranker 

Hiroshi 

Yomiuri 

Bear-2 

3150 

30 

1000 

CARR0-H8/6 Body 

-25 

CARR0-2Wheels 

17 

LM10 "Sagittario" 

-23 

PA20 "Camerata" 

-16 

EB32 "Nautilo" 

-48 

CA22 "Grandine" 

-13 

Rank D / Night 

Enemy - 00 

Deborah 

VT-D4835 

Dolphin 

240 

10 

400 

KHT-0.279 Body 

-40 

KHT-Road Roller 

70 

PRK69-2 "Polevik" 

-15 

KUV66 "Rousalka" 

-9 

PRK57-1 "Ovinnik" 

-4 

EB71 "Sicksa" 

-4 

Rank D / Night 

Enemy - 01 

Yazid 

VT-C2435 

Rabbit-1 

240 

12 

400 

HARTMAN-IP1 Body 

-35 

HARTMAN-4Legs 

67 

M-32 Assault Rifle 

-33 

M-32 Assault Rifle 

-29 

...... 


...... 


Rank D / Night 

Enemy - 02 

Taizou 

VT-M6437 

Horse-2 

290 

10 

400 

PR0T0N-K7P2 Body 

-40 

PR0T0N-4Legs 

60 

T62 Samurai Steel 

-10 

T48 Machine Pistol 

-9 

T70 DL-ASV Missile 

-5 

T57ASV Missile 

-8 

Rank D / Night 

Enemy - 03 

Mr.Yun 

Mr.Kim 

Bird-4 

290 

10 

400 

CARR0-H8/6 Body 

-38 

CARR0-6Wheels 

49 

LC15 'Ttfone" 

-22 

FA12 "Favilla" 

-56 

EB32 "Nautilo" 

-8 

MC41 "Vesuvio" 

-6 

Rank D / Night 

Enemy - 04 

Jana 

Mr.Karhu 

Dog-3 

320 

12 

400 

ZWERG-EV.3 Body 

-35 

ZWERG-2Wheels 

44 

Maschinengewehrl 3 

-22 

EMP Lahmung Faust 

-22 

Zwerg K-Panzerung 

-13 

. 


Rank D / Night 

Enemy - 05 

Mari 

Chully 

Cat-5 

320 

15 

400 

KHT-0.279 Body 

-40 

KHT-2Legs 

45 

SV68 "Nikolayev" 

-26 

APG65 "Perun" 

-24 

AGK70 "Dogoda" 

-1 

PRK57-1 "Ovinnik" 

-26 

Rank D / Night 

Enemy - 06 

Hun 

Yeong-Mi 

Dog-3 

320 

25 

400 

ZWERG-EV.3 Body 

-40 

ZWERG-2Legs 

60 

Schmelzen Faust 

-35 

EMP Lahmung Faust 

-12 

Granatwerfer8/1 

-3 

Zwerg K-Panzerung 

-8 

Rank D / Night 

Enemy - 07 


Taku 

Cat-4 

320 

15 

500 

CARRO-H8/6 Body 

-46 

CARR0-2Wheels 

47 

AM17 "Bastoncino" 

-30 

PA20 "Camerata" 

-34 

AC44 "Difesa" 

0 

MC41 "Vesuvio" 

0 

Rank D / Night 

Enemy - 08 


Claud 

Dolphin 

320 

12 

500 

ZWERG-EV.3 Body 

-50 

ZWERG-2Legs 

45 

SVabwehrKanone5 

-25 

SVabwehr Kanone5 

-12 

EMP Granalwerfer 

-2 

EMP Granalwerfer 

-5 

Rank D / Night 

Enemy - 09 

Kei-sama 

MoeMoeE9 

Tiger 

320 

15 

500 

PROTON-K7P2 Body 

-18 

PR0T0N-3Wheels 

47 

T48 Machine Pistol 

-10 

T53 Assault Rifle 

0 

...... 


T54 30mm Chain Gun 

-29 

Rank D / Night 

Enemy -10 

Akinobu 

Brin 

Wolf-2 

350 

20 

500 

ZWERG-EV.3 Body 

-46 

ZWERG-2Legs 

24 

Maschinengewehrl 3 

-25 

Maschinengewehrl 3 

-33 

Eins LFK System2 

-16 

Granatwerfer8/1 

0 

Rank D / Night 

Enemy -11 

Nobuto 

Sanny 

eRpCpuLion-2 

350 

10 

500 

CARR0-H8/6 Body 

-50 

CARR0-4Legs 

40 

AMI 7 "Bastoncino" 

-20 

FA12 "Favilla" 

-16 

CA22 "Grandine" 

97 

AC44 "Difesa" 

-12 

Rank D / Night 

Enemy -12 

Koutarou 

Mikado 

Rat-1 

840 

15 

600 

HARTMAN-IP1 Body 

-3 

HARTMAN-4Legs 

0 

M-7 SRAM Launcher 

0 

M-7 SRAM Launcher 

-7 

MC Composite Armor 

0 

M-9ASV TP-Missile 

-15 

Rank D / Night 

Enemy -13 

Yasuo 

Naikon 

Bird-5 

1440 

20 

600 

PROTON-K7P2 Body 

10 

PR0T0N-2Legs 

-5 

T53 Assault Rifle 

-12 

T67 Grenade M.Gun 

-16 

...... 


T54 30mm Chain Gun 

-16 
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Option 1 

Option 2 

Option 3 

Option 4 

Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

SkilUv. 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

SkillLv. 

SkillLv. 

Jump Skill 
Lv. 

Point 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

6 

6 

6 

5 

8 

6 

6 

6 

7 

5 

10 

10 

10 

7 

5 

6 

Color°22 

No.187 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

3 

1 

2 

1 

2 

2 

3 

2 

2 

2 

3 

2 

2 

1 

No.028 

. 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

1 

2 

3 

2 

2 

2 

2 

3 

2 

2 

1 

2 

2 

No.028 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

2 

1 

2 

2 

2 

2 

2 

3 

3 

1 

2 

2 

No.028 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

3 

3 

2 

2 

2 

3 

2 

3 

2 

3 

2 

2 

Color 62 

No.020 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

3 

1 

2 

1 

2 

2 

3 

2 

2 

2 

3 

2 

2 

1 

C 0 I 01 T 2 

No.020 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

2 

2 

2 

1 

2 

2 

2 

2 

2 

2 

2 

1 

3 

3 

Color 62 

No.020 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

3 

1 

2 

1 

2 

2 

3 

2 

2 

2 

3 

2 

2 

I 

Color°62 

No.020 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

1 

2 

2 

2 

2 

2 

2 

2 

2 

3 

2 

3 

3 

ColorTl 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

1 

2 

3 

2 

2 

2 

3 

2 

2 

1 

3 

1 

1 

Color°53 

. 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

3 

2 

2 

1 

1 

2 

3 

2 

2 

1 

3 

1 

2 

3 

3 

CoIor°47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

2 

1 

2 

2 

2 

2 

2 

2 

2 

1 

3 

3 

Color°22 

No.187 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 

— 

...... 

2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 

Color°22 

No.187 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

4 

4 

4 

3 

6 

4 

4 

4 

5 

3 

7 

7 

7 

5 

3 

4 

Color°22 

No.187 

. 
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SHINJUKU 

Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free / Day 

Enemy - 00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PROT0N-K7P2 Body 

-99 

PROTO N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 


- 

Rank Free / Day 

Enemy - 01 

Natsuko 

Ambrose 

Ape-2 

350 

10 

500 

ZWERG-EV.3 Body 

-38 

ZWERG-4Baller 

47 

SVabwehr Kanone5 

0 

Maschinenpistolel 7 

0 

Zwerg K-Panzerung 

0 


- 

Rank Free / Day 

Enemy • 02 

Itou 

Brian 

Ape-2 

350 

10 

500 

PROT0N-K7P2 Body 

-10 

PROTON-HoverJet 

89 

T67 Grenade M.Gun 

0 

T67 Grenade M.Gun 

0 

--- 


T50 Grenade 

56 

Rank Free / Day 

Enemy - 03 

Akinobu 

Brin 

Bear-3 

1440 

20 

600 

KHT-0.279 Body 

-6 

KHT-Road Roller 

0 

APG65 "Perun" 

-1 

PPk51 "Kirsanoff" 

-3 

PRK57-1 "Ovinnik" 

-4 

PRK57-1 "Ovinnik" 

-11 

Rank Free / Day 

Enemy • 04 

Satoru 

MoeMoeF3 

Dolphin 

290 

10 

400 

HARTMAN-IP1 Body 

-35 

HARTMAN-2Wheels 

43 

M-32 Assault Rifle 

-35 

M-2019 Commercial 

-10 

M-2 SRAM Launcher 

-8 

M-l8 Heavy M.Gun 

-26 

Rank Free / Day 

Enemy - 05 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eirts LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free / Day 

Enemy • 06 


MoeMoeF3 

Dolphin 

290 

10 

400 

HARTMAN-IP1 Body 

-35 

HARTMAN-2Wheels 

43 

M-32 Assault Rifle 

-35 

M-2019 Commercial 

-10 

M-2 SRAM Launcher 

-8 

M-l8 Heavy M.Gun 

-26 

Rank Free / Day 

Enemy - 07 

Maki 

Picnic 

Ape-2 

530 

20 

500 

CARRO-H8/6 Body 

-10 

CARR0-6Legs 

-4 

FL30 "Cacciatore" 

-14 

FL30 "Cacciatore" 

-11 

LM15 "Rondine-3" 

-14 

EB32 "Nautilo" 

-19 

Rank Free / Day 

Enemy • 08 

Nakamura 


Ape-2 

530 

20 

500 

ZWERG-EV.3 Body 

4 

ZWERG-4Wheels 

-1 

Schmelzen Faust 

-16 

Maschinenpistolel 7 

-16 

Eins LFK System2 

-10 


- 

Rank Free / Day 

Enemy ■ 09 

Tetsuya 

Hestan 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Reran" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free / Day 

Enemy -10 

Nozomi 

Willis 

Dog-1 

900 

35 

800 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Legs 

0 

M-2019 Commercial 

-19 

M-7 SRAM Launcher 

-13 

----- 


M-9ASV TP-Missile 

-11 

Rank Free / Day 

Enemy -11 

Ogawa 

Bruce 

Shark 

900 

30 

800 

CARRO-H8/6 Body 

-5 

CARR0-2Wheels 

0 

LM10 "Sagittario" 

-5 

PA20 "Camerala" 

-2 

LG28 "Fionda" 

-11 

LG28 "Fionda" 

-1 

Rank Free / Day 

Enemy -12 

Shibano 

Asimov 

Cat-1 

900 

40 

900 

KHT-0.279 Body 

-1 

KHT-4Legs 

0 

KPk54 "Kuznetsov" 

-6 

KUV66 "Rousalka" 

0 

KPb62 "Borisovich" 

-15 

AGK54 "Veles" 

-8 

Rank Free / Day 

Enemy -13 



Cat-1 

1320 

40 

1000 

CARRO-H8/6 Body 

17 

CARR0-4Wheels 

11 

LM10 "Sagittario" 

20 

FA12 "Favilla" 

-32 

-- 


CA22 "Grandine" 

31 

Rank Free / Day 

Enemy -14 

Karo 

Gk., 

Bird-4 

3150 

33 

1000 

PROT0N-K7P2 Body 

-15 

PROTO N-4Wheels 

99 

T67 Grenade M.Gun 

-49 

T64 Sawed-off Gun 

38 

T57ASV Missile 

-38 

T68 E.M.P. Grenade 

-46 

Rank Free / Day 

Enemy -15 

Hiroshi 

Yomiuri 

Bear-2 

3150 

30 

1000 

CARRO-H8/6 Body 

-25 

CARR0-2Wheels 

17 

LM10 "Sagittario" 

-23 

PA20 "Camerala" 

-16 

EB32 "Nautilo" 

-48 

CA22 "Grandine" 

-13 

Rank Free / Day 

Enemy -16 

Jasmine 

Nicky 

Dog-4 

6000 

40 

1100 

CARRO-H8/6 Body 

-15 

CARR0-6Wheels 

11 

CG25 "Diavolo" 

3 

AMI 7 "Bastoncino" 

20 

SM26 "Temporale" 

-20 

MC41 "Vesuvio" 

0 

Rank Free / Day 

Enemy -17 

Takayuki 

Masahiko 

Cat-3 

6000 

45 

1100 

HARTMAN-IP1 Body 

-25 

HARTMAN-Crawler 

-16 

M-2019 Commercial 

13 

M-4 Recoilless Gun 

-10 

M-18 Heavy M.Gun 

38 

M-2 SRAM Launcher 

-25 

Rank Free / Day 

Enemy -18 

Sbi,< 

Keen 

Dog-3 

8810 

50 

1400 

PROT0N-K7P2 Body 

0 

PROTO N-4Wheels 

17 

T70MLR5 Launcher 

-60 

T57 Chain Gun 

-27 

-- 


T54 30mm Chain Gun 

-9 

Rank Free / Day 

Enemy-19 

Ikematsu 

Shinbian 

Dog-5 

8810 

55 

1400 

KHT-0.279 Body 

15 

KHT-2Legs 

-21 

PPc71 "Cherenkov" 

6 

KUV66 "Rousalka" 

-5 

AGK54 "Veles" 

-20 

KPb62 "Borisovich" 

6 

Rank Free / Day 

Enemy - 20 

Number41 

Dacter 

Shark 

12050 

60 

1600 

M0LNIYA-0.476 Body 

-25 

MOLNIYA-Hover Jet 

0 

SV71-2 "Leonov" 

-50 

U>t70 'Tarkovsky" 

-50 

PRK69-6 "Minsk" 

-50 

KPa68 "Artemyev" 

-50 

Rank Free / Day 

Enemy - 21 

Molly 

Case 

Ape-2 

12050 

65 

1600 

PROTON-K7P2 Body 

25 

PROTO N-2Legs 

11 

T64 Sawed-off Gun 

-99 

T62 Samurai Steel 

66 

T64 Laser Cannon 

10 

T70 DL-ASV Missile 

15 
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Option 1 

Option 2 

Option 3 

Option 4 

Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

SkilpLv. 

SWlTv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

Skill Lv. 

Skill!.!. 

Jump Skill 
Lv. 

Paint 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special O.C. 
Generator 



2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 

Special 

...... 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 

. 

— 

2 

2 

2 

2 

2 

1 

2 

2 

2 

2 

2 

2 

2 

1 

3 

3 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

. 

— 

2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 

No.014 

— 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

. 

...... 

5 

6 

4 

5 

3 

3 

5 

6 

4 

5 

3 

7 

2 

4 

7 

6 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

. 


2 

2 

2 

1 

2 

3 

2 

2 

2 

2 

3 

2 

2 

1 

2 

2 

Color°47 

No. 139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 

...... 

...... 

4 

4 

4 

5 

5 

5 

5 

5 

5 

6 

5 

5 

5 

7 

4 

4 

No.041 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

2 

1 

2 

3 

2 

2 

2 

2 

3 

2 

2 

1 

2 

2 

Custom 
Color 47 

No.139 

No.139 

Special O.C. 
Generator 

Special O.C. 
Generator 

...... 

...... 

4 

5 

4 

5 

6 

6 

4 

5 

4 

7 

5 

6 

5 

7 

4 

4 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 



5 

5 

5 

3 

5 

7 

5 

5 

5 

7 

4 

4 

3 

7 

3 

3 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

7 

7 

7 

9 

9 

8 

9 

9 

9 

10 

9 

9 

9 

12 

6 

7 

No.041 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 


8 

6 

6 

6 

7 

8 

8 

6 

6 

8 

8 

7 

7 

6 

10 

10 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 


7 

7 

7 

8 

6 

3 

6 

6 

6 

6 

6 

6 

6 

3 

10 

10 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 


6 

6 

8 

5 

6 

5 

6 

6 

8 

6 

5 

7 

10 

5 

9 

10 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

10 

7 

4 

7 

7 

7 

8 

7 

7 

7 

4 

13 

13 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 



7 

8 

6 

8 

5 

5 

7 

8 

6 

8 

4 

10 

2 

6 

10 

9 

No.014 

...... 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 



6 

6 

6 

5 

8 

6 

6 

6 

7 

5 

10 

10 

10 

7 

5 

6 

Custom 
Color 22 

No.187 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 



9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Custom 
Color 63 

No.152 

...... 

Special O.C. 
Generator 

Special O.C. 
Generator 

...... 

...... 

8 

8 

8 

10 

10 

9 

10 

10 

10 

11 

10 

10 

10 

13 

7 

8 

Custom 
Color 47 

No.139 

No.139 

Special O.C. 
Generator 

Special Armor 

Special Armor 

Special Armor 

12 

12 

12 

13 

10 

5 

10 

10 

10 

11 

10 

10 

10 

5 

17 

17 

No.055 

No.056 

No.056 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

10 

10 

16 

5 

13 

8 

10 

10 

16 

13 

13 

13 

17 

13 

9 

8 

No.048 

No. 138 

No.138 

Special O.C. 
Generator 

Special Armor 

Special Armor 

...... 

12 

12 

15 

9 

12 

11 

12 

12 

15 

12 

11 

14 

20 

11 

18 

20 

Color°49 

...... 

No. 133 

Special O.C. 
Generator 

Special Armor 

Special Armor 

...... 

12 

13 

12 

13 

17 

17 

12 

13 

12 

20 

13 

17 

15 

20 

10 

12 

Coloi°72 

No.069 

...... 
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SHINJUKU 

Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Free /Night 

Enemy - 00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PROT0N-K7P2 Body 

-99 

PROTO N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 


- 

Rank Free/ Night 

Enemy - 01 

Natsuko 

Ambrose 

Ape-2 

350 

10 

500 

ZWERG-EV.3 Body 

-38 

ZWERG-4Baller 

47 

SVabwehr Kanone5 

0 

Maschinenpistolel 7 

0 

Zwerg K-Panzerung 

0 


- 

Rank Free/Night 

Enemy • 02 

Itou 

Brian 

Ape-2 

350 

10 

500 

PROT0N-K7P2 Body 

-10 

PROTON-HoverJet 

89 

T67 Grenade M.Gun 

0 

T67 Grenade M.Gun 

0 

n 


T50 Grenade 

56 

Rank Free/Night 

Enemy - 03 

Akinobu 

Brin 

Bear-3 

1440 

20 

600 

KHT-0.279 Body 

-6 

KHT-Road Roller 

0 

APG65 "Perun" 

-1 

PPk51 "Kirsanoff" 

-3 

PRK57-1 "Ovinnik" 

-4 

PRK57-1 "Ovinnik" 

-11 

Rank Free/Night 

Enemy • 04 

Yazid 

VT-C2435 

Rabbit-1 

240 

12 

400 

HARTMAN-IP1 Body 

-35 

HARTMAN-4Legs 

67 

M-32 Assault Rifle 

-33 

M-32 Assault Rifle 

-29 

--- 



- 

Rank Free/ Night 

Enemy - 05 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free /Night 

Enemy • 06 

Maki 

Picnic 

Ape-2 

530 

20 

500 

CARRO-H8/6 Body 

-10 

CARR0-6Legs 

-4 

FL30 "Cacciatore" 

-14 

FL30 "Cacciatore" 

-11 

LM15 "Rondine-3" 

-14 

EB32 "Nautilo" 

-19 

Rank Free/Night 

Enemy - 07 

Nakamura 

Crystal 

Ape-2 

530 

20 

500 

ZWERG-EV.3 Body 

4 

ZWERG-4Wheels 

-1 

Schmelzen Faust 

-16 

Maschinenpistolel 7 

-16 

Eins LFK System2 

-10 


- 

Rank Free/Night 

Enemy • 08 

Nakada 

Bester 

Ape-2 

560 

25 

500 

ZWERG-EV.3 Body 

-28 

ZWERG-2Wheels 

-1 

Schmelzen Faust 

-18 

EMP Lahmung Faust 

-18 

Eins LFK System2 

-20 

Eins LFK System2 

-20 

Rank Free/ Night 

Enemy - 09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Perun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free /Night 

Enemy -10 

Kamakura 

Baron 

Cat-4 

3420 

30 

1000 

PROT0N-K7P2 Body 

15 

PROTO N-2Legs 

-22 

T67 Grenade M.Gun 

8 

T48 Machine Pistol 

-16 

PT Hybrid Armor 

6 

T50 Grenade 

11 

Rank Free /Night 

Enemy -11 

Sh,.i 

.*»„ 

Bird-7 

6090 

30 

1000 

PROT0N-K7P2 Body 

5 

PROTO N-6Legs 

-9 

T48 Machine Pistol 

-30 

T67 Grenade M.Gun 

-6 

T50 Grenade 

25 

T50 Grenade 

3 

Rank Free /Night 

Enemy -12 

Hisashi 

Scanner 

Wolf-2 

1620 

45 

1000 

CARRO-H8/6 Body 

2 

CARR0-2Wheels 

30 

FA12 "Favilla" 

-48 

FA12 "Favilla" 

-33 

CA22 "Grandine" 

-33 

LG28 "Fionda" 

-50 

Rank Free/ Night 

Enemy-13 

Te.su 

Wizardry 

Cat-2 

1620 

45 

1000 

ZWERG-EV.3 Body 

5 

ZWERG-2Wheels 

35 

Maschinengewehrl 3 

-21 

EMP Lahmung Faust 

40 

--- 


Maschinengewehr9 

43 

Rank Free /Night 

Enemy -14 

Kura 

Gibson 

Bird-4 

3150 

33 

1000 

PR0T0N-K7P2 Body 

-15 

PROTO N-4Wheels 

99 

T67 Grenade M.Gun 

-49 

T64 Sawed-off Gun 

38 

T57ASV Missile 

-38 

T68 E.M.P. Grenade 

-46 

Rank Free/Night 

Enemy -15 

Hiroshi 

Yomiuri 

Bear-2 

3150 

30 

1000 

CARRO-H8/6 Body 

-25 

CARR0-2Wheels 

17 

LM10 "Sagittario" 

-23 

PA20 "Camerata" 

-16 

EB32 "Nautilo" 

-48 

CA22 "Grandine" 

-13 

Rank Free/Night 

Enemy -16 

Jasmine 

Nicky 

Dog-4 

6000 

40 

1100 

CARRO-H8/6 Body 

-15 

CARR0-6Wheels 

11 

CG25 "Diavolo" 

3 

AM17 "Bastoncino" 

20 

SM26 "Temporale" 

-20 

MC41 "Vesuvio" 

0 

Rank Free /Night 

Enemy -17 

Takayuki 

Masahiko 

Cat-3 

6000 

45 

1100 

HARTMAN-IP1 Body 

-25 

HARTMAN-Crawler 

-16 

M-2019 Commercial 

13 

M-4 Recoilless Gun 

-10 

M-18 Heavy M.Gun 

38 

M-2 SRAM Launcher 

-25 

Rank Free /Night 

Enemy -18 

Sbta. 

Keen 

Dog-3 

8810 

50 

1400 

PR0T0N-K7P2 Body 

0 

PROTO N-4Wheels 

17 

T70MLR5 Launcher 

-60 

T57 Chain Gun 

-27 

-- 


T54 30mm Chain Gun 

-9 

Rank Free/ Night 

Enemy-19 

Ikematsu 

Shinbian 

Dog-5 

8810 

55 

1400 

KHT-0.279 Body 

15 

KHT-2Legs 

-21 

PPc71 "Cherenkov" 

6 

KUV66 "Rousalka" 

-5 

AGK54 "Veles" 

-20 

KPb62 "Borisovich" 

6 

Rank Free /Night 

Enemy - 20 

Number41 

Doctor 

Shark 

12050 

60 

1600 

MOLNIYA-O.476 Body 

-25 

MOLNIYA-Hover Jet 

0 

SV71-2"Leonov" 

-50 

LPI70 'Tarkovsky" 

-50 

PRK69-6 "Minsk" 

-50 

KPa68 "Artemyev" 

-50 

Rank Free/ Night 

Enemy - 21 

Molly 

Case 

Ape-2 

12050 

65 

1600 

PR0T0N-K7P2 Body 

25 

PROTO N-2Legs 

11 

T64 Sawed-off Gun 

-99 

T62 Samurai Steel 

66 

T64 Laser Cannon 

10 

T70 DL-ASV Missile 

15 


















































Table continued from previous page 


Option 1 

Option 2 

Option 3 

Option 4 

Auto-Aim 
Skill Lv. 

Lock-On 
Skill Lv. 

TAPS Set 
Skill Lv. 

Analysis 
Skill Lv. 

Accuracy 
Skill Lv. 

Protect 
Skill Lv. 

Visual Skill 
Lv. 

SkilUv. 

Pounce 
Skill Lv. 

Scout Skill 
Lv. 

Shot Skill 
Lv. 

Tracking 
Skill Lv. 

Melee Skill 

Lv. 

SkillLv. 

SkillLv. 

Jump Skill 
Lv. 

Paint 

Decal 

(Front) 

Decal 

(Back) 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 


. 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

2 

2 

2 

2 

2 

1 

2 

2 

2 

2 

2 

2 

2 

1 

3 

3 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

2 

2 

2 

3 

2 

2 

2 

2 

2 

2 

2 

3 

2 

2 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

5 

6 

4 

5 

3 

3 

5 

6 

4 

5 

3 

7 

2 

4 

7 

6 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

2 

2 

2 

1 

2 

3 

2 

2 

2 

2 

3 

2 

2 

1 

2 

2 

No.028 

. 

. 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

4 

4 

4 

5 

5 

5 

5 

5 

5 

6 

5 

5 

5 

7 

4 

4 

No.041 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

4 

5 

4 

5 

6 

6 

4 

5 

4 

7 

5 

6 

5 

7 

4 

4 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

5 

5 

5 

3 

5 

7 

5 

5 

5 

7 

4 

4 

3 

7 

3 

3 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

4 

4 

4 

3 

6 

4 

4 

4 

5 

3 

7 

7 

7 

5 

3 

4 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

. 

7 

7 

7 

9 

9 

8 

9 

9 

9 

10 

9 

9 

9 

12 

6 

7 

No.041 

No.084 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 


6 

6 

6 

8 

10 

6 

8 

8 

8 

10 

6 

5 

6 

6 

8 

9 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

...... 

8 

8 

8 

10 

13 

8 

10 

10 

10 

13 

8 

7 

8 

8 

11 

12 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

7 

10 

6 

7 

7 

7 

7 

8 

13 

12 

6 

7 

7 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


...... 

7 

8 

6 

8 

5 

5 

7 

8 

6 

8 

4 

10 

2 

6 

10 

9 

No.014 

. 

No.084 

Special O.C. 
Generator 

Special O.C. 
Generator 


. 

6 

6 

6 

5 

8 

6 

6 

6 

7 

5 

10 

10 

10 

7 

5 

6 

Color°22 

No.187 


Special O.C. 
Generator 

Special O.C. 
Generator 


. 

9 

9 

9 

8 

10 

13 

9 

9 

9 

10 

9 

9 

8 

11 

10 

10 

Color°63 

No.152 


Special O.C. 
Generator 

Special O.C. 
Generator 


. 

8 

8 

8 

10 

10 

9 

10 

10 

10 

11 

10 

10 

10 

13 

7 

8 

Color 47 

No.139 

No.139 

Special O.C. 
Generator 

Special Armor 

Special Armor 

Special Armor 

12 

12 

12 

13 

10 

5 

10 

10 

10 

11 

10 

10 

10 

5 

17 

17 

No.055 

No.056 

No.056 

Special O.C. 
Generator 

Special O.C. 
Generator 

Special Armor 

Special Armor 

10 

10 

16 

5 

13 

8 

10 

10 

16 

13 

13 

13 

17 

13 

9 

8 

No.048 

No.138 

No.138 

Special O.C. 
Generator 

Special Armor 

Special Armor 

...... 

12 

12 

15 

9 

12 

11 

12 

12 

15 

12 

11 

14 

20 

11 

18 

20 

Color 49 

. 

No.133 

Special O.C. 
Generator 

Special Armor 

Special Armor 

...... 

12 

13 

12 

13 

17 

17 

12 

13 

12 

20 

13 

17 

15 

20 

10 

12 

Color°72 

No.069 

...... 































































STUTTGART 


Rank / Day: 
Night 

Title 

Name 

Chip 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

|Rank S 

| Regional Ranker | 

| Maria 

| Rudolf 

| Special-Sttutgart | 

18000 

H 

2400 | 

| ZWERG-EV.3 Body 

s 

| ZWERG-4Legs 


| Jagdgewehr6 | 

S 

| Raketenkanone6/l 

0 

| Zwei LFK System5 | 

0 

| SVabwehr Kanone7 | 

0 


Rank A / Day 

Area Ranker 

Hide 

Toshi 

Fish-2 

12050 

60 

1600 

ELINT-Re-K9E2 Body 

-50 

ELINT-Re-4Wheels 

0 

T71 Pulse Laser 

-50 

T68 Gatling Gun 

-50 

T60 35mm Chain Gun 

-50 

T64 Anti-SV CKEM 

-50 

Rank A/Day 

Enemy • 00 

Herbert 

Zweiter 

Turtle 

1320 

40 

1000 

KHT-0.279 Body 

-14 

KHT-2Wheels 

0 

KPk54 "Kuznetsov" 

-4 

KPk54 "Kuznetsov" 

0 

PRK57-1 "Ovinnik" 

-1 

. 

- 

Rank A/Day 

Enemy - 01 

Klaus 

Gespenst 

Cat-3 

1320 

40 

1000 

KHT-0.279 Body 

-8 

KHT-Single Bailer 

0 

CP42 "Gobalevsky" 

-4 

APG65 "Perun" 

-11 

AGK54 "Veles" 

-9 

...... 

- 

Rank A / Day 

Enemy - 02 

Jugen 

Ketty 

Wolf-1 

1320 

45 

1000 

KHT-0.279 Body 

-16 

KHT-4Legs 

0 

PRK69-2 "Polevik" 

-7 

CP42 "Gobalevsky" 

-12 

AGK70 "Dogoda" 

-9 

AGK54 "Veles" 

-4 

Rank A/Day 

Enemy - 03 

Enrico 

Tina 

Lizard-3 

1320 

40 

1000 

CARR0-H8/6 Body 

0 

CARR0-4Wheels 

47 

PA20 "Camerata" 

-20 

FA12 "Favilla" 

46 

LG28 "Fionda" 

-17 

LG28 "Fionda" 

-20 

Rank A/Day 

Enemy • 04 

Rita 

Vito 

Cat-4 

1620 

40 

1000 

CARR0-H8/6 Body 

15 

CARR0-6Wheels 

43 

AMI 7 "Bastoncino" 

0 

FA12 "Favilla" 

26 

CA22 "Grandine" 

-51 

AC44 "Difesa" 

-41 

Rank A /Day 

Enemy • 05 

Gina 

Oriente 

Bird-2 

1620 

45 

1000 

CARR0-H8/6 Body 

-20 

CARR0-2Wheels 

47 

FA12 "Favilla" 

-41 

FL30 "Cacciatore" 

44 

AC44 "Difesa" 

-41 



Rank A/Day 

Enemy • 06 

Bonnie 

Adam 

Cat-5 

1620 

40 

1000 

ZWERG-EV.3 Body 

-9 

ZWERG-4Wheels 

40 

Maschinenpistolel 7 

6 

EMB Karabiner9/8 

-51 

Zwei LFK System5 

-16 

Zwei LFK Syslem5 

-22 

Rank A /Day 

Enemy - 07 

Pat 

Squier 

Giraffe 

1620 

40 

1100 

ZWERG-EV.3 Body 

7 

ZWERG-2Legs 

11 

Schmelzen Faust 

-32 

Maschinengewehrl 3 

-17 

RaketenwerferlO 

23 

Eins LFK System2 

-43 

Rank A/Day 

Enemy - 08 

Alfred 

Gustav 

Horse-1 

1620 

45 

1100 

ZWERG-EV.3 Body 

-24 

ZWERG-4Legs 

87 

Maschinenpistolel 7 

-38 

Maschinengewehrl 3 

40 

Granatwerfer8/1 

28 

Eins LFK System2 

-39 

Rank A/Day 

Enemy - 09 

Schulze 

Ulmer 

Cat-1 

1620 

50 

1100 

ZWERG-EV.3 Body 

44 

ZWERG-4Wheels 

71 

SVabwehr Kanone5 

58 

Maschinengewehrl 3 

-58 

EMP Granatwerfer 

-42 

Eins LFK System2 

81 

Rank A /Day 

Enemy -10 

Ayano 

Gamma 

Horse-3 

2110 

40 

1100 

PR0T0N-K7P2Body 

0 

PR0T0N-4Wheels 

61 

T62 Samurai Steel 

1 

T53 Assault Rifle 

-6 

T57ASV Missile 

14 

T70 DL-ASV Missile 

-12 

Rank A/Day 

Enemy -11 

Barbara 

Reiner 

Lion-2 

2110 

40 

1100 

PROTON-K7P2Body 

-10 

PR0T0N-4Legs 

6 

T48 Machine Pistol 

-16 

T64 Sawed-off Gun 

-19 

T57ASV Missile 

-19 

T68 E.M.P. Grenade 

-48 

Rank A /Day 

Enemy -12 

Yan-Fei 

Shantou 

Dog-3 

5940 

50 

1200 

PROTON-K7P2Body 

20 

PR0T0N-2Legs 

-7 

T64 Sawed-off Gun 

-28 

T67 Grenade M.Gun 

-22 

...... 

- 

T54 30mm Chain Gun 

18 

Rank A /Day 

Enemy -13 

Kenji 

Saitama 

Bird-1 

8910 

50 

1200 

PROTON-K7P2Body 

60 

PR0T0N-3Wheels 

43 

T48 Machine Pistol 

-99 

T67 Grenade M.Gun 

46 

T54 30mm Chain Gun 

-47 

T54 30mm Chain Gun 

-41 


Rank A /Night 

Area Ranker 

Lang 

Thea 

Dog-3 

12050 

65 

1600 

ZWERG-EV.3 Body 

25 

ZWERG-4Legs 

-17 

Raketenkanone6/l 

-14 

Maschinenpistolel 7 

-99 

SVabwehr Kanone7 

0 

Granatwerfer8/1 

-99 

Rank A/Night 

Enemy - 00 

Hans 

Olson 

Turtle 

1320 

40 

1000 

CARR0-H8/6 Body 

13 

CARR0-4Wheels 

25 

LC15 "lifone" 

11 

FA12 "Favilla" 

29 

LG28 "Fionda" 

-27 

LG28 "Fionda" 

-34 

Rank A /Night 

Enemy - 01 

Jane 

Francis 

Lion-2 

1320 

40 

1000 

CARR0-H8/6 Body 

-4 

CARR0-2Wheels 

28 

PA20 "Camerata" 

22 

CG25 "Diavolo" 

-9 

MC41 "Vesuvio" 

-36 

LG28 "Fionda" 

31 

Rank A/Night 

Enemy - 02 

Cesare 

Caligari 

Bear-3 

1320 

50 

1000 

CARR0-H8/6 Body 

28 

CARR0-6Legs 

44 

LM10 "Sagittario" 

27 

FL30 "Cacciatore" 

-23 

CA22 "Grandine" 

-10 

EB32 "Nautilo" 

14 

Rank A/Night 

Enemy - 03 

Tamara 

Berton 

Wolf-2 

1320 

40 

1000 

KHT-0.279 Body 

-23 

KHT-Road Roller 

1 

APG65 "Perun" 

-20 

APG65 "Perun" 

-12 

AGK70 "Dogoda" 

-18 

- 


Rank A /Night 

Enemy - 04 

Jarvet 

Snow 

Sheep-2 

1620 

45 

1000 

KHT-0.279 Body 

-19 

KHT-Road Roller 

-2 

APG65 "Perun" 

-17 

APG65 "Perun" 

-13 

PRK57-1 "Ovinnik" 

-16 

EB71 "Sicksa" 

-11 

Rank A/Night 

Enemy - 05 

Tarasov 

Jacobs 

Giraffe 

1620 

50 

1000 

KHT-0.279 Body 

-34 

KHT-2Wheels 

33 

PRK69-2 "Polevik" 

16 

PRK69-2 "Polevik" 

6 

PRK57-1 "Ovinnik" 

-5 

KB67 "Krukis" 

-25 

Rank A /Night 

Enemy - 06 

Tadahiro 

Sankyu 

Bird-2 

1620 

40 

1000 

PROTON-K7P2Body 

-10 

PR0T0N-4Legs 

12 

T67 Grenade M.Gun 

33 

T57 Chain Gun 

-13 

T57ASV Missile 

-50 

T50 Grenade 

-2 

Rank A /Night 

Enemy - 07 

Wen-hai 

Feng 

Horse-3 

1620 

40 

1100 

PROTON-K7P2Body 

-9 

PR0T0N-2Legs 

41 

T62 Samurai Steel 

-13 

T70MLRS Launcher 

22 

T66 Anti-SV Rocket 

14 

. 

- 

Rank A/Night 

Enemy - 08 

Pamela 

Qint 

Lion-2 

1620 

50 

1100 

PROTON-K7P2Body 

35 

PR0T0N-4Wheels 

13 

T62 Samurai Steel 

32 

T53 Assault Rifle 

11 

T57ASV Missile 

-7 

T68 E.M.P. Grenade 

-40 

Rank A /Night 

Enemy - 09 

Bonnie 

Adam 

Lizard-1 

1620 

40 

1100 

ZWERG-EV.3 Body 

-9 

ZWERG-4Wheels 

40 

Maschinenpistolel 7 

6 

EMB Karabiner9/8 

-51 

Zwei LFK Syslem5 

-16 

Zwei LFK Syslem5 

-22 

Rank A/Night 

Enemy -10 

Frey 

Josaphat 

Wolf-2 

2110 

40 

1100 

ZWERG-EV.3 Body 

-9 

ZWERG-4Wheels 

46 

Maschinengewehrl 3 

7 

SVabwehr Kanone5 

21 

EMP Granatwerfer 

-42 

Zwerg K-Panzerung 

-42 

Rank A/Night 

Enemy -11 

Fritz 

Schmale 

Cat-5 

2110 

40 

1100 

ZWERG-EV.3 Body 

-7 

ZWERG-2Legs 

10 

Schmelzen Faust 

18 

Schmelzen Faust 

-4 

Zwerg K-Ponzerung 

0 



Rank A /Night 

Enemy -12 

Ernst 

Irmen 

Ape-1 

5940 

50 

1200 

ZWERG-EV.3 Body 

37 

ZWERG-4Wheels 

10 

SVabwehr Kanone5 

-13 

Schmelzen Faust 

-30 

EMP Granatwerfer 

-1 

EMP Granatwerfer 

33 

Rank A/Night 

Enemy -13 

Schulze 

Ulmer 

Ape-2 

8910 

50 

1200 

ZWERG-EV.3 Body 

44 

ZWERG-4Wheels 

71 

SVabwehr Kanone5 

58 

Maschinengewehrl 3 

-58 

EMP Granatwerfer 

-42 

Eins LFK System2 

81 















































































STUTTGART 


Title Name Chip Type Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Ronk B / Doy 

Area Ranker 

Lars 

Lilo 

Wolf-2 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-6Wheels 

-8 

M30A6 "Hedgehog" 

30 

M-2019 Commercial 

-46 

M-191 Grenade 

-58 

M-9ASV TP-Missile 

53 

Rank B / Doy 

Enemy • 00 

Nakamura 

Kusatsu 

Lion-2 

200 

30 

800 

CARR0-H8/6 Body 

-7 

CARR0-4Wheels 

31 

AMI 7 "Bastoncino" 

-14 

FL30 "Cocciatore" 

-11 

----- 

- 

CA22 "Grandine" 

-49 

Ronk B / Doy 

Enemy • 01 

Yokamoto 

Terry 

Tiger 

680 

35 

800 

PR0T0N-K7P2 Body 

0 

PR0TON-2Legs 

0 

T53 Assault Rifle 

-4 

T62 Samurai Steel 

-20 

§§ 


PT Hybrid Armor 

-12 

Rank B / Doy 

Enemy - 02 

Moejima 

William 

Ape-3 

790 

30 

800 

ZWERG-EV.3 Body 

-24 

ZWERG-Road Roller 

-1 

Maschinengewehrl 3 

-13 

Maschinengewehrl 3 

-18 

Eins LFK Syslem2 

-16 

Zwerg K-Panzerung 

-11 

Rank B / Day 

Enemy - 03 

Hiro 

Sgt.Zero 

Cat-1 

790 

40 

800 

KHT-0.279 Body 

-21 

KHT-4Legs 

1 

APG65"Perun" 

-18 

CP42 "Gobalevsky" 

-20 

...... 


KPb62 "Borisovich" 

-17 

Ronk B / Doy 

Enemy • 04 

Fa-Shan 

Shui-Jin 

Fish-1 

900 

30 

800 

PR0T0N-K7P2 Body 

0 

PR0T0N-3Wheels 

0 

T64 Sawed-off Gun 

-2 

T48 Machine Pistol 

-9 

T68E.M.P. Grenade 

0 

T50 Grenade 

-3 

Rank B / Day 

Enemy - 05 

Hopkins 

Paxton 

Shark 

900 

30 

800 

PROTON-K7P2Body 

9 

PR0T0N-6Legs 

-8 

T64 Sawed-off Gun 

15 

T64 Sawed-off Gun 

29 

T54 30mm Chain Gun 

-46 

T54 30mm Chain Gun 

-16 

Ronk B / Doy 

Enemy • 06 

Hayato 

Taro 

Shark 

900 

35 

800 

PR0T0N-K7P2Body 

-1 

PR0T0N-3Wheels 

20 

T64 Sawed-off Gun 

-1 

T57 Chain Gun 

-2 

T50 Grenade 

0 

T68 E.M.P. Grenade 

-1 

Ronk B / Doy 

Enemy • 07 

Helen 

Voter 

Shark 

900 

30 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

56 

EMP Lahmung Faust 

-23 

Maschinenpistolel 7 

-38 

Maschinengewehr9 

13 



Rank B / Doy 

Enemy • 08 

Gray 

Kuehle 

Bird-6 

900 

30 

900 

ZWERG-EV.3 Body 

10 

ZWERG-4Baller 

40 

EMP Lahmung Faust 

-10 

Maschinengewehrl 3 

-19 

Eins LFK System2 

-20 



Rank B / Day 

Enemy - 09 

Arthur 

Worker 

Dog-4 

900 

35 

900 

ZWERG-EV.3 Body 

-4 

ZWERG-2Wheels 

0 

EMP Lahmung Faust 

-11 

Schmelzen Faust 

0 

...... 


Zwei LFK System5 

-10 

Ronk B / Doy 

Enemy -10 

Fritz 

Schmale 

Cat-4 

900 

40 

900 

ZWERG-EV.3 Body 

24 

ZWERG-4Legs 

27 

Maschinengewehrl 3 

4 

EMP Lahmung Faust 

37 



Granalwerfer8/1 

-32 

Rank B / Day 

Enemy -11 

Purcell 

Streiter 

Tiger 

900 

30 

900 

HARTMAN-IP1 Body 

-11 

HARTMAN-6Wheels 

0 

M-2019 Commercial 

-14 

SV Drill "Sapper" 

-6 

...... 

- 

MC Composite Armor 

0 

Rank B / Doy 

Enemy -12 

MaryAnne 

Giant 

Dog-5 

3420 

30 

1000 

HARTMAN-IP1 Body 

24 

HARTMAN-2Legs 

10 

M217 Chain Gun 

-32 

M-2019 Commercial 

41 

M-9ASV TP-Missile 

-45 

M-2 SRAM Launcher 

-39 

Rank B / Doy 

Enemy -13 

Nick-G 

Horace 

Bird-1 

6090 

40 

1000 

HARTMAN-IP1 Body 

0 

HARTMAN-2Wheels 

74 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-11 

M-2 SRAM Launcher 

-18 




Rank B / Night 

Area Ranker 

Aenne 

Hunte 

Tiger 

8810 

55 

1400 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

35 

SVabwehr Kanone5 

-4 

EMB Karabiner9/8 

19 

Zwei LFK Syslem5 

5 

Granatwerfer8/1 

-89 

Rank B / Night 

Enemy - 00 

Greta 

Harker 

Bird-1 

200 

30 

800 

HARTMAN-IP1 Body 

5 

HARTMAN-Crawler 

-29 

M-7 SRAM Launcher 

28 

M-32 Assault Rifle 

-41 

M-l8 Heavy M.Gun 

43 

M-191 Grenade 

22 

Ronk B / Night 

Enemy - 01 

Renfield 

Knock 

Bear-3 

680 

35 

800 

CARR0-H8/6 Body 

6 

CARR0-6Wheels 

39 

FA12 "Favilla" 

-2 

AM17 "Bostoncino" 

36 

MC41 "Vesuvio" 

3 

CA22 "Grandine" 

23 

Rank B / Night 

Enemy - 02 

Orlok 

Murnau 

Rat-1 

790 

45 

800 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Legs 

-4 

SV Drill "Sapper" 

-27 

SV Drill "Sopper" 

38 

...... 

- 

M-191 Grenade 

4 

Rank B / Night 

Enemy - 03 

Fa-Shan 

Shui-Jin 

Bird-4 

790 

30 

800 

PR0TON-K7P2Body 

0 

PR0T0N-3Wheels 

0 

T64 Sawed-off Gun 

-2 

T48 Machine Pistol 

-9 

T68 E.M.P. Grenade 

0 

TS0 Grenade 

-3 

Rank B / Night 

Enemy - 04 

Susan 

Logger 

Horse-2 

900 

30 

800 

PR0T0N-K7P2Body 

0 

PR0T0N-4Wheels 

32 

T67 Grenade M.Gun 

-18 

T67 Grenade M.Gun 

-54 

T57ASV Missile 

-14 

T54 30mm Chain Gun 

-87 

Rank B / Night 

Enemy - 05 

Hank 

Wonder 

Horse-1 

900 

35 

800 

PR0TON-K7P2Body 

35 

PR0T0N-4Wheels 

13 

T62 Samurai Steel 

32 

T53Assoult Rifle 

11 

T57ASV Missile 

-7 

T68 E.M.P. Grenade 

-40 

Ronk B / Night 

Enemy - 06 

Cho-#l 

Morgan 

Dolphin 

900 

30 

800 

KHT-0.279 Body 

-27 

KHT-4Legs 

2 

SV68 "Nikolayev" 

-60 

CP42 "Gobalevsky" 

-13 

EB71 "Sicksa" 

-11 

AGK54 "Veles" 

-18 

Ronk B / Night 

Enemy - 07 

Lyudmilo 

Marcus 

Pig 

900 

30 

900 

KHT-0.279 Body 

32 

KHT-2Legs 

8 

PPk51 "Kirsanoff" 

-36 

PRK69-2 "Polevik" 

-46 

KB67 "Krukis" 

0 

AGK70 "Dogoda" 

0 

Rank B / Night 

Enemy - 08 

Vadim 

Andrews 

Cat-3 

900 

30 

900 

KHT-0.279 Body 

-34 

KHT-2Wheels 

23 

PRK69-2 "Polevik" 

22 

PRK69-2 "Polevik" 

3 

PRK57-1 "Ovinnik" 

-14 

KB67 "Krukis" 

-23 

Rank B / Night 

Enemy - 09 

Donna 

Rusler 

Rabbit-1 

900 

40 

900 

KHT-0.279 Body 

-20 

KHT-4Wheels 

71 

APG65 "Perun" 

14 

KUV66 "Rousalka" 

-21 

EB71 "Sicksa" 

31 

AGK70 "Dogoda" 

14 

Rank B / Night 

Enemy -10 

Helen 

Voter 

Bird-5 

900 

30 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

56 

EMP Lahmung Faust 

-23 

Maschinenpistolel 7 

-38 

Maschinengewehr9 

13 

...... 

- 

Rank B / Night 

Enemy -11 

Oily 

Boeheim 

Rat-1 

900 

30 

900 

ZWERG-EV.3 Body 

-25 

ZWERG-2Wheels 

75 

Maschinenpistolel 7 

-33 

Maschinengewehrl 3 

23 

Granatwerfer8/1 

-14 

Zwei LFK Syslem5 

-14 

Rank B / Night 

Enemy -12 

Georg 

No.11811 

Bird-7 

3420 

35 

1000 

ZWERG-EV.3 Body 

-28 

ZWERG-Road Roller 

-3 

Maschinenpistolel 7 

-10 

EMP Lahmung Faust 

-13 

Eins LFK System2 

-17 

Granatwerfer8/1 

-19 

Rank B / Night 

Enemy -13 

Gunther 

Freund 

Dog-5 

6090 

40 

1000 

ZWERG-EV.3 Body 

-12 

ZWERG-2Legs 

29 

Jagdgewehr6 

40 

Maschinengewehrl 3 

-15 

Granatwerfer8/1 

-21 

EMP Granatwerfer 

26 













































































STUTTGART 


Title Name Chip Type Jjg® Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank C / Day 

Area Ranker 

Number40 

Doctor 

Cat-1 

6000 

40 

1100 

PR0T0N-K7P2Body 

30 

PR0T0N-3Wheels 

8 

T53 Assault Rifle 

25 

T53 Assault Rifle 

5 

T50 Grenade 

42 

T54 30mm Chain Gun 

0 

RankC/Day 

Enemy • 00 

Lyubov 

VT-H654 

Wolf-1 

490 

20 

500 

ZWERG-EV.3 Body 

-45 

ZWERG-4Wheels 

45 

EMP Lahmung Faust 

-31 

Maschinengewehrl 3 

-10 

Zwerg K-Panzerung 

0 

EMP Granatwerfer 

0 

RankC/Day 

Enemy • 01 

Hoheneck 

VT-B6158 

Rabbit-2 

490 

20 

500 

KHT-0.279 Body 

-40 

KHT-4Wheels 

50 

PPk51 "Kirsanoff" 

0 

APG65 "Perun" 

-13 

PRK57-1 "Ovinnik" 

-6 

. 


RankC/Day 

Enemy - 02 

Dorthea 

VT-C3284 

Lizard-1 

530 

20 

500 

HARTMAN-IP1 Body 

-8 

HARTMAN-4Legs 

0 

M-2019 Commercial 

-13 

M-4 Recoilless Gun 

-14 

MC Composite Armor 

0 

M-9ASV TP-Missile 

-6 

RankC/Day 

Enemy - 03 

Anette 

Noli 

Fish-1 

530 

20 

500 

ZWERG-EV.3 Body 

-30 

ZWERG-4Legs 

4 

Maschinengewehrl 3 

-18 

Maschinengewehrl 3 

-10 

Eins LFK System2 

-18 

Maschinengewehr9 

-16 

Rank C / Day 

Enemy • 04 

Claudio 

Elvie 

Cat-5 

560 

20 

500 

KHT-0.279 Body 

-4 

KHT-4Legs 

0 

CP42 "Gobalevsky" 

0 

KPk54 "Kuznetsov" 

-11 

PRK57-1 "Ovinnik" 

-6 

. 


RankC/Day 

Enemy - 05 

Volker 

Ingo 

Ape-2 

560 

20 

500 

HARTMAN-IP1 Body 

-7 

HARTMAN-4Legs 

-8 

M-7 SRAM Launcher 

-11 

M-4 Recoilless Gun 

-28 

M2A5 "Chip Killer" 

-6 

. 


RankC/Day 

Enemy - 06 

Doreen 

Ale 

Pig 

560 

20 

500 

ZWERG-EV.3 Body 

-6 

ZWERG-4Legs 

0 

Schmelzen Faust 

-9 

Maschinengewehrl 3 

-4 

EMP Granatwerfer 

-5 

Maschinengewehr9 

-2 

RankC /Day 

Enemy • 07 

Niklas 

Terz 

Cat-4 

560 

20 

600 

CARR0-H8/6 Body 

-23 

CARR0-4Legs 

-2 

AMI 7 "Bastoncino" 

-12 

PA20 "Camerata" 

-19 

EB32 "Nautilo" 

-11 

EB32 "Nautilo" 

-13 

RankC/Day 

Enemy • 08 

Wilbur 

Doudou 

Fish-2 

560 

25 

600 

CARR0-H8/6 Body 

-5 

CARR0-6Legs 

0 

AMI 7 "Bastoncino" 

-12 

LM10 "Sagittario" 

-7 

AC44 "Difesa" 

0 

LM15 "Rondine-3" 

-10 

RankC/Day 

Enemy - 09 

Brice 

Cote 

Turtle 

560 

25 

600 

CARR0-H8/6 Body 

-9 

CARR0-2Legs 

0 

FA12 "Favilla" 

-6 

FA12 "Favilla" 

-1 

EB32 "Nautilo" 

-9 

LG28 "Fionda" 

-8 

Rank C / Day 

Enemy-10 

Flavia 

Dros 

Lizard-2 

600 

30 

600 

CARR0-H8/6 Body 

-8 

CARR0-4Legs 

0 

AMI 7 "Bastoncino" 

-8 

AMI 7 "Bastoncino" 

-6 

LM15 "Rondine-3" 

-11 

LM15 "Rondine-3" 

-8 

RankC/Day 

Enemy -11 

Eckart 

Mischa 

Dog-3 

600 

30 

600 

KHT-0.279 Body 

-18 

KHT-Road Roller 

0 

KPk54 "Kuznetsov" 

-2 

PPk51 "Kirsanoff" 

-3 

AGK54 "Veles" 

-11 

KPb62 "Borisovich" 

-7 

RankC/Day 

Enemy -12 

Herlha 

Queck 

Bird-1 

1340 

20 

700 

ZWERG-EV.3 Body 

-13 

ZWERG-2Legs 

0 

Maschinenpistolel 7 

-9 

Schmelzen Faust 

-3 

Zwei LFK SystemS 

-13 

EMP Granatwerfer 

-5 

RankC /Day 

Enemy • 13 

Rudel 

Lutz 

Dog-4 

3330 

25 

700 

PR0T0N-K7P2Body 

-11 

PR0T0N-6Legs 

-2 

T53 Assault Rifle 

-34 

T62 Samurai Steel 

-20 

...... 


PT Hybrid Armor 

-16 


RankC/Night 

Area Ranker 

Yelena 

Milena 

Bear-3 

6000 

45 

1100 

KHT-0.279 Body 

-5 

KHT-2Legs 

-2 

KPk54 "Kuznetsov" 

-18 

KUV66 "Rousalka" 

36 

KB67 "Krukis" 

-45 

KPb62 "Borisovich" 

32 

RankC/Night 

Enemy - 00 

Sonia 

VT-B5549 

Bear-2 

490 

20 

500 

CARR0-H8/6 Body 

-39 

CARR0-4Wheels 

-2 

LC15 "Tifone" 

-14 

FA12 "Favilla" 

-13 

CA22 "Grandine" 

-17 

EB32 "Nautilo" 

0 

RankC/Night 

Enemy - 01 

Mihaly 

VT-R4192 

Wolf-1 

490 

20 

500 

ZWERG-EV.3 Body 

-33 

ZWERG-2Wheels 

2 

Maschinenpistolel 7 

-13 

SVabwehr Kanone5 

-24 

...... 

- 



RankC/Night 

Enemy - 02 

Lagerman 

VT-C234 

Dog-5 

530 

20 

500 

HARTMAN-IP1 Body 

5 

HARTMAN-6Wheels 

15 

M-32 Assault Rifle 

46 

M-7 SRAM Launcher 

-49 

M-l8 Heavy M.Gun 

-48 

M-2 SRAM Launcher 

-39 

RankC/Night 

Enemy - 03 

Kordula 

Purzel 

Shark 

530 

20 

500 

PR0T0N-K7P2 Body 

7 

PR0T0N-6 Legs 

-13 

T53 Assault Rifle 

-23 

T67 Grenade M.Gun 

50 

T54 30mm Chain Gun 

-48 

T54 30mm Chain Gun 

27 

RankC/Night 

Enemy - 04 

Helmut 

Cissy 

Bird-4 

560 

25 

500 

ZWERG-EV.3 Body 

0 

ZWERG-2Legs 

34 

SVabwehr Kanone5 

67 

EMP Lahmung Faust 

71 

...... 

- 

Eins LFK System2 

45 

RankC/Night 

Enemy - 05 

Liza 

Bishop 

Cat-1 

560 

25 

500 

CARR0-H8/6 Body 

26 

CARR0-6Legs 

5 

PA20 "Camerata" 

20 

FA12 "Favilla" 

7 

...... 

- 

AC44 "Difesa" 

0 

RankC/Night 

Enemy - 06 

Julia 

Carpis 

Pig 

560 

20 

500 

PR0T0N-K7P2 Body 

27 

PROTON-HoverJel 

21 

T48 Machine Pistol 

34 

T53 Assault Rifle 

-47 

...... 

- 

T54 30mm Chain Gun 

-27 

RankC/Night 

Enemy - 07 

Margit 

Krauss 

Wolf-2 

560 

20 

600 

HARTMAN-IP1 Body 

-23 

HARTMAN-4Wheels 

16 

M-4 Recoilless Gun 

34 

M-7 SRAM Launcher 

42 

M2A5 "Chip Killer" 

14 

M-l91 Grenade 

43 

RankC/Night 

Enemy - 08 

Balduin 

Schatten 

Turtle 

560 

25 

600 

CARR0-H8/6 Body 

-26 

CARR0-2Legs 

-1 

AMI 7 "Bastoncino" 

27 

AMI 7 "Bastoncino" 

-32 

MC41 "Vesuvio" 

30 

AC44 "Difesa" 

40 

RankC/Night 

Enemy - 09 

H2Ewers 

Rye 

Horse-2 

560 

30 

600 

ZWERG-EV.3 Body 

30 

ZWERG-4Wheels 

-6 

Maschinengewehrl 3 

-28 

Maschinengewehrl 3 

-44 

...... 

- 

Granatwerfer8/1 

47 

RankC/Night 

Enemy -10 

Artemyev 

Cliff 

Dog-2 

600 

25 

600 

PR0T0N-K7P2 Body 

15 

PROTON-6 Legs 

-28 

T53 Assault Rifle 

-8 

T53 Assault Rifle 

-27 

T57ASV Missile 

-18 

PT Hybrid Armor 

-32 

RankC/Night 

Enemy -11 

Elpidia 

Ensign 

Rabbit-2 

600 

20 

600 

KHT-0.279 Body 

-11 

KHT-2Legs 

25 

KUV66 "Rousalka" 

-14 

PPk51 "Kirsanoff" 

-10 

...... 

- 

PRK57-1 "Ovinnik" 

-18 

RankC/Night 

Enemy -12 

Misharin 

Tatyana 

Dog-5 

1340 

20 

700 

KHT-0.279 Body 

-26 

KHT-Road Roller 

-2 

KUV66 "Rousalka" 

-15 

CP42 "Gobalevsky" 

-14 

PRK57-1 "Ovinnik" 

-11 

AGK70 "Dogoda" 

-10 

RankC/Night 

Enemy -13 

Yulian 

Tejkh 

Shark 

3330 

30 

700 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

81 

APG65 "Perun" 

-71 

CP42 "Gobalevsky" 

-69 

PRK57-1 "Ovinnik" 

0 

PRK57-1 "Ovinnik" 

5 
















































































STUTTGART 


Title Name Chip Type Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank D / Day 

Area Ranker 

LuNa 

GaRnleR 

Ape-1 

3150 

30 

1000 

KHT-0.279 Body 

20 

KHT-4Wheels 

-34 

KUV66 "Rousalka" 

22 

APG65 "Perun" 

30 

...... 


EB71 "Sicksa" 

-25 

Rank D / Day 

Enemy • 00 

Melvin 

VT-R3563 

Pig 

240 

10 

400 

ZWERG-EV.3 Body 

-42 

ZWERG-4Baller 

45 

Maschinenpistolel 7 

-12 

Maschinenpistolel 7 

-19 

Granatwerfer8/1 

0 



Rank D / Day 

Enemy • 01 

Doris 

VT-B4638 

Turtle 

240 

10 

400 

HARTMAN-IP1 Body 

-40 

HARTMAN-6Wheels 

50 

M-7 SRAM Launcher 

-2 

M-7 SRAM Launcher 

-2 

...... 


M-2 SRAM Launcher 

-2 

Rank D / Day 

Enemy • 02 

Joachim 

VT-12611 

Bird-6 

290 

10 

400 

KHT-0.279 Body 

-24 

KHT-4Wheels 

48 

SV68 "Nikolayev" 

-18 

APG65 "Perun" 

-7 

AGK54 "Veles" 

0 

. 


Rank D / Day 

Enemy - 03 

Berta 

VT-D1413 

Cat-2 

290 

10 

400 

CARR0-H8/6 Body 

-40 

CARR0-4Legs 

60 

AM17"Bastondno" 

-7 

AMI 7 "Bastoncino" 

-2 

CA22 "Grandine" 

-15 

EB32 "Nautilo" 

-2 

Rank D / Day 

Enemy • 04 

Polina 

Aigi 

Dog-1 

320 

15 

400 

PR0T0N-K7P2 Body 

-40 

PROTON-HoverJet 

40 

T62 Samurai Steel 

-12 

T53 Assault Rifle 

-2 

T57ASV Missile 

-18 

. 


Rank D / Day 

Enemy - 05 

Vladlen 

Tanets 

Horse-1 

320 

10 

400 

PROTON-K7P2Body 

-40 

PROTON-HoverJet 

40 

T64 Sawed-off Gun 

-5 

T62 Samurai Steel 

-12 

T57ASV Missile 

-15 

T54 30mm Chain Gun 

-1 

Rank D / Day 

Enemy • 06 

Tabakov 

Avgust 

Bird-1 

320 

10 

400 

PROTON-K7P2Body 

-40 

PROTON-HoverJet 

40 

T48 Machine Pistol 

-2 

T53 Assault Rifle 

-8 

T70DL-ASV Missile 

-16 

T70 DL-ASV Missile 

-11 

Rank D / Day 

Enemy • 07 

Belenky 

Emil 

Cat-2 

320 

20 

500 

PR0T0N-K7P2Body 

-40 

PROTON-HoverJet 

40 

T62 Samurai Steel 

-12 

T62 Samurai Steel 

-7 

...... 


T70 DL-ASV Missile 

-10 

Rank D / Day 

Enemy • 08 

Onoda-3 

KenKen6 

Dog-2 

320 

10 

500 

PROTON-K7P2 Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 



Rank D / Day 

Enemy - 09 

Annelise 

Steiff 

Dog-4 

320 

15 

500 

ZWERG-EV.3 Body 

-57 

ZWERG-4Legs 

43 

SVabwehr Kanone5 

-18 

EMP Lahmung Faust 

-19 

Zwerg K-Panzerung 

-11 

Eins LFK System2 

-30 

Rank D / Day 

Enemy -10 

Stetter 

Kuschi 

Dog-5 

350 

15 

500 

ZWERG-EV.3 Body 

-38 

ZWERG-4Baller 

29 

Maschinengewehrl 3 

0 

Maschinengewehrl 3 

0 

..._. 


Eins LFK System2 

0 

Rank D / Day 

Enemy -11 

JuTtA 

ToRsTeN 

Dog-1 

350 

10 

500 

HARTMAN-IP1 Body 

-43 

HARTMAN-4Legs 

41 

M-4 Recoilless Gun 

-20 

M-32 Assault Rifle 

-25 

...... 

- 

M-l 8 Heavy M.Gun 

-16 

Rank D / Day 

Enemy -12 

NiCoLeTe 

UwE 

Ape-1 

840 

15 

600 

CARRO-H8/6 Body 

-15 

CARR0-6Legs 

2 

LM10 "Sagittario" 

-10 

AMI 7 "Bastoncino" 

-19 

LG28 "Fionda" 

-5 

CA22 "Grandine" 

-87 

Rank D / Day 

Enemy -13 

KaTjA 

HaRaLd 

Rat-2 

1440 

25 

600 

HARTMAN-IP1 Body 

-9 

HARTMAN-4Legs 

0 

M-7 SRAM Launcher 

0 

M-7 SRAM Launcher 

-9 

M-191 Grenade 

0 

M-l 8 Heavy M.Gun 

-10 


Rank D / Night 

Area Ranker 

Myles 

Brown 

Rabbit-1 

3150 

35 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-4Wheels 

17 

Schmelzen Faust 

23 

Jagdgewehr6 

-12 

Eins LFK System2 

20 



Rank D / Night 

Enemy - 00 

Aasen 

VT-M329 

Lizard-3 

240 

10 

400 

KHT-0.279 Body 

-40 

KHT-4Legs 

60 

PPk51 "Kirsanoff" 

-7 

KUV66 "Rousalka" 

0 

AGK70 "Dogoda" 

-10 

KPb62 "Borisovich" 

-16 

Rank D / Night 

Enemy - 01 

Berta 

VT-D1413 

Sheep-2 

240 

10 

400 

CARRO-H8/6 Body 

-40 

CARR0-4Legs 

60 

AMI 7 "Bastoncino" 

-7 

AMI 7 "Bastoncino" 

-2 

CA22 "Grandine" 

-15 

EB32 "Nautilo" 

-2 

Rank D / Night 

Enemy - 02 

Zeybel 

VT-C2438 

Tiger 

290 

10 

400 

HARTMAN-IP1 Body 

-36 

HARTMAN-4Wheels 

58 

M-7 SRAM Launcher 

-54 

M-2019 Commercial 

-20 

M-l8 Heavy M.Gun 

-34 

...... 

- 

Rank D / Night 

Enemy - 03 

Hannele 

VT-B1739 

Rhino 

290 

10 

400 

CARR0-H8/6 Body 

-32 

CARR0-2Wheels 

44 

LC15 "Ttfone" 

-20 

FL30 "Cacciatore" 

0 

...... 

- 

AC44 "Difesa" 

0 

Rank D / Night 

Enemy - 04 

Qvanten 

Marlti 

Bear-3 

320 

12 

400 

CARR0-H8/6 Body 

-33 

CARR0-4Wheels 

56 

FL30"Cacriatore" 

-8 

LC15 "Ufone" 

-18 

...... 

- 

LG28 "Fionda" 

0 

Rank D / Night 

Enemy - 05 

Tytti 

Gosta 

Bird-6 

320 

12 

400 

HARTMAN-IP1 Body 

-15 

HARTMAN-Crawler 

0 

M-32 Assault Rifle 

-13 

SV Drill "Sapper" 

-11 

M-l8 Heavy M.Gun 

-10 

M-2 SRAM Launcher 

-17 

Rank D / Night 

Enemy - 06 

Snellman 

Vappu 

Rat-2 

320 

15 

400 

PR0T0N-K7P2Body 

-15 

PR0T0N-6Legs 

0 

T62 Samurai Steel 

-9 

T57 Chain Gun 

-15 

...... 

- 

T54 30mm Chain Gun 

-8 

Rank D / Night 

Enemy - 07 

Sancho 

Quixote 

Cat-1 

320 

10 

500 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

46 

APG65 "Perun" 

-22 

APG65 "Perun" 

-34 

PRK57-1 "Ovinnik" 

0 

AGK70 "Dogoda" 

0 

Rank D / Night 

Enemy - 08 

Christa 

Vernon 

Dog-1 

320 

12 

500 

HARTMAN-IP1 Body 

-56 

HARTMAN-Crawler 

48 

M-32 Assault Rifle 

-12 

M-32 Assault Rifle 

-18 

M-2 SRAM Launcher 

-9 

M2A5 "Chip Killer" 

-3 

Rank D / Night 

Enemy - 09 

Delphine 

Zelten 

Horse-2 

320 

15 

500 

PROTON-K7P2Body 

-22 

PROTON-HoverJet 

58 

T53 Assault Rifle 

-12 

T64 Sawed-off Gun 

-8 

T54 30mm Chain Gun 

-22 

T54 30mm Chain Gun 

-25 

Rank D / Night 

Enemy -10 

Lemmy 

Karma 

Sheep-1 

350 

20 

500 

CARR0-H8/6 Body 

-22 

CARR0-6Wheels 

46 

FL30 "Cacciatore" 

0 

LM10 "Sagittario" 

-20 

...... 

- 

...... 

- 

Rank D / Night 

Enemy -11 

Curt 

Lichten 

Cat-3 

350 

15 

500 

ZWERG-EV.3 Body 

-40 

ZWERG-4Legs 

28 

Maschinenpistolel 7 

-11 

Maschinenpistolel 7 

-16 

...... 

- 

...... 

- 

Rank D / Night 

Enemy -12 

Hilde 

Rolf 

Lizard-3 

840 

15 

600 

ZWERG-EV.3 Body 

9 

ZWERG-4Wheels 

23 

Maschinenpistolel 7 

16 

EMB Karabiner9/8 

-80 

Zwei LFK System5 

16 

...... 


Rank D / Night 

Enemy -13 

Hanns 

Olaf 

Bird-2 

1440 

20 

600 

ZWERG-EV.3 Body 

3 

ZWERG-2Legs 

8 

Maschinengewehrl 3 

30 

Maschinenpistolel 7 

14 

Eins LFK System2 

5 

Eins LFK System2 

25 















































































STUTTGART 


Title Name Chip Type ^jg® Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank Free / Day 

Enemy • 00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PR0T0N-K7P2Body 

-99 

PR0T0N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 

. 


Rank Free / Doy 

Enemy • 01 

Melvin 

VT-R3563 

Pig 

240 

10 

400 

ZWERG-EV.3 Body 

-42 

ZWERG-4Baller 

45 

Maschinenpistolel 7 

-12 

Maschinenpistolel 7 

-19 

Granatwerfer8/1 

0 

. 


Rank Free / Day 

Enemy • 02 

Doris 

VT-B4638 

Turtle 

240 

10 

400 

HARTMAN-IP1 Body 

-40 

HARTMAN-6Wheels 

50 

M-7 SRAM Launcher 

-2 

M-7 SRAM Launcher 

-2 

...... 


M-2 SRAM Launcher 

-2 

Rank Free / Day 

Enemy - 03 

NiCoLeTe 

UwE 

Ape-1 

840 

15 

600 

CARR0-H8/6 Body 

-15 

CARR0-6Legs 

2 

LM10 "Sagittario" 

-10 

AMI 7 "Bastoncino" 

-19 

LG28 "Fionda" 

-5 

CA22 "Grandine" 

-87 

Rank Free/Day 

Enemy - 04 

Joachim 

VT-12611 

Bird-6 

290 

10 

400 

KHT-0.279 Body 

-24 

KHT-4Wheels 

48 

SV68 "Nikolayev" 

-18 

APG65 "Perun" 

-7 

AGK54 "Veles" 

0 

. 


Rank Free / Day 

Enemy - 05 

Eckart 

Mischa 

Dog-3 

600 

30 

600 

KHT-0.279 Body 

-18 

KHT-Road Roller 

0 

KPk54 "Kuznetsov" 

-2 

PPk51 "Kirsanoff" 

-3 

AGK54 "Veles" 

-11 

KPb62 "Borisovich" 

-7 

Rank Free/Day 

Enemy • 06 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVahwehr Kanone5 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free / Day 

Enemy - 07 

Doreen 

Ale 

Pig 

560 

20 

500 

ZWERG-EV.3 Body 

-6 

ZWERG-4Legs 

0 

Schmelzen Faust 

-9 

Maschinengewehrl 3 

-4 

EMP Granatwerfer 

-5 

Maschinengewehr9 

-2 

Rank Free/Day 

Enemy • 08 

Niklas 

Terz 

Cat-4 

560 

20 

600 

CARR0-H8/6 Body 

-23 

CARR0-4Legs 

-2 

AMI 7 "Bastoncino" 

-12 

PA20 "Camerata" 

-19 

EB32 "Nautilo" 

-11 

EB32 "Nautilo" 

-13 

Rank Free / Day 

Enemy - 09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Perun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free/Day 

Enemy -10 

Nakamura 

Kusatsu 

Lion-2 

200 

30 

800 

CARR0-H8/6 Body 

-7 

CARR0-4Wheels 

31 

AMI 7 "Bastoncino" 

-14 

FL30 "Cacciatore" 

-11 

...... 

- 

CA22 "Grandine" 

-49 

Rank Free / Day 

Enemy -11 

Vakamoto 

Terry 

Tiger 

680 

35 

800 

PR0T0N-K7P2Body 

0 

PR0T0N-2Legs 

0 

T53 Assault Rifle 

-4 

T62 Samurai Steel 

-20 

...... 


PT Hybrid Armor 

-12 

Rank Free/Day 

Enemy -12 

Maejima 

William 

Ape-3 

790 

30 

800 

ZWERG-EV.3 Body 

-24 

ZWERG-Road Roller 

-1 

Maschinengewehrl 3 

-13 

Maschinengewehrl 3 

-18 

Eins LFK System2 

-16 

Zwerg K-Panzerung 

-11 

Rank Free / Day 

Enemy -13 

Hiro 

Sgt.Zero 

Cat-1 

790 

40 

800 

KHT-0.279 Body 

-21 

KHT-4Legs 

1 

APG65 "Perun" 

-18 

CP42 "Gobalevsky" 

-20 

...... 


KPb62 "Borisovich" 

-17 

Rank Free/Day 

Enemy -14 

LuNa 

GaRnleR 

Ape-1 

3150 

30 

1000 

KHT-0.279 Body 

20 

KHT-4Wheels 

-34 

KUV66 "Rousalka" 

22 

APG65 "Perun" 

30 

...... 


EB71 "Sicksa" 

-25 

Rank Free / Day 

Enemy -15 

Myles 

Brown 

Rabbit-1 

3150 

35 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-4Wheels 

17 

Schmelzen Faust 

23 

Jagdgewehr6 

-12 

Eins LFK System2 

20 

. 


Rank Free/Day 

Enemy -16 

Number40 

Doctor 

Cat-1 

6000 

40 

1100 

PR0T0N-K7P2Body 

30 

PR0T0N-3Wheels 

8 

T53 Assault Rifle 

25 

T53 Assault Rifle 

5 

T50 Grenade 

42 

T54 30mm Chain Gun 

0 

Rank Free / Day 

Enemy -17 

Yelena 

Milena 

Bear-3 

6000 

45 

1100 

KHT-0.279 Body 

-5 

KHT-2Legs 

-2 

KPk54 "Kuznetsov" 

-18 

KUV66 "Rousalka" 

36 

KB67 "Krukis" 

-45 

KPb62 "Borisovich" 

32 

Rank Free/Day 

Enemy -18 

Lars 

Lilo 

Wolf-2 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-6Wheels 

-8 

M30A6 "Hedgehog" 

30 

M-2019 Commercial 

-46 

M-191 Grenade 

-58 

M-9ASV TP-Missile 

53 

Rank Free / Day 

Enemy -19 

Aenne 

Hunle 

Tiger 

8810 

55 

1400 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

35 

SVahwehr Kanone5 

-4 

EMB Karabiner9/8 

19 

Zwei LFK SystemS 

5 

Granatwerfer8/1 

-89 

Rank Free /Day 

Enemy - 20 

Hide 

Toshi 

Fish-2 

12050 

60 

1600 

ELINT-Re-K9E2 Body 

-50 

ELINT-Re-4Wheels 

0 

T71 Pulse Laser 

-50 

T68 Gatling Gun 

-50 

T60 35mm Chain Gun 

-50 

T64 Anti-SV CKEM 

-50 

Rank Free / Day 

Enemy - 21 

Lang 

Thea 

Dog-3 

12050 

65 

1600 

ZWERG-EV.3 Body 

25 

ZWERG-4Legs 

-17 

Raketenkanone6/l 

-14 

Maschinenpistolel 7 

-99 

SVahwehr Kanone7 

0 

Granatwerfer8/1 

-99 











































STUTTGART 


Title Name Chip Type Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank Free/Night 

Enemy 

00 

Onoda-3 

KenKen6 

Dog-3 

290 

10 

400 

PR0T0N-K7P2 Body 

-99 

PROTO N-3Wheels 

99 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

-50 

T50 Grenade 

0 


- 

Rank Free/Night 

Enemy 

01 

Chi-Hung 

Cho-Cho 

Cat-5 

320 

20 

500 

PROT0N-K7P2Body 

-23 

PROTO N-6Legs 

-20 

T53 Assault Rifle 

-34 

T53 Assault Rifle 

-34 

T57ASV Missile 

0 

T54 30mm Chain Gun 

-34 

Rank Free/Night 

Enemy 

02 

Aasen 

VT-M329 

Lizard-3 

240 

10 

400 

KHT-0.279 Body 

-40 

KHT-4Legs 

60 

PPk51 "Kirsanoff" 

-7 

KUV66 "Rousalka" 

0 

AGK70"Dogoda" 

-10 

KPb62 "Borisovich" 

-16 

Rank Free/Night 

Enemy 

03 

Berta 

VT-D1413 

Sheep-2 

240 

10 

400 

CARRO-H8/6 Body 

-40 

CARR0-4Legs 

60 

AMI 7 "Bastoncino" 

-7 

AMI 7 "Bastoncino" 

-2 

CA22 "Grandine" 

-15 

EB32 "Nautilo" 

-2 

Rank Free /Night 

Enemy 

04 

Zeybel 

VT-C2438 

Tiger 

290 

10 

400 

HARTMAN-IP1 Body 

-36 

HARTMAN-4Wheels 

58 

M-7 SRAM Launcher 

-54 

M-2019 Commercial 

-20 

M-18 Heavy M.Gun 

-34 


- 

Rank Free/Night 

Enemy 

05 

Eckart 

Mischa 

Dog-3 

600 

30 

600 

KHT-0.279 Body 

-18 

KHT-Road Roller 

0 

KPk54 "Kuznetsov" 

-2 

PPk51 "Kirsanoff" 

-3 

AGK54 "Veles" 

-11 

KPb62 "Borisovich" 

-7 

Rank Free/Night 

Enemy 

06 

Kawada 

Gannon 

Cat-1 

560 

30 

500 

ZWERG-EV.3 Body 

-25 

ZWERG-Road Roller 

3 

Maschinengewehrl 3 

-15 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-20 

EMP Granatwerfer 

-10 

Rank Free /Night 

Enemy 

07 

Helmut 

Cissy 

Bird-4 

560 

25 

500 

ZWERG-EV.3 Body 

0 

ZWERG-2Legs 

34 

SVabwehr Kanone5 

67 

EMP Lahmung Faust 

71 

----- 


Eins LFK System2 

45 

Rank Free/Night 

Enemy 

08 

H2Ewers 

Rye 

Horse-2 

560 

30 

600 

ZWERG-EV.3 Body 

30 

ZWERG-4Wheels 

-6 

Maschinengewehrl 3 

-28 

Maschinengewehrl 3 

-44 

...... 


Granatwerfer8/1 

47 

Rank Free /Night 

Enemy 

09 

Tetsuya 

Heston 

Pig 

900 

35 

900 

KHT-0.279 Body 

-11 

KHT-Single Bailer 

41 

APG65 "Perun" 

-13 

APG65 "Perun" 

-15 

PRK57-1 "Ovinnik" 

-99 

PRK57-1 "Ovinnik" 

-21 

Rank Free /Night 

Enemy 

10 

Nakamura 

Kusalsu 

Lion-2 

200 

30 

800 

CARRO-H8/6 Body 

-7 

CARR0-4Wheels 

31 

AMI 7 "Bastoncino" 

-14 

FL30 "Cacciatore" 

-11 

...... 


CA22 "Grandine" 

-49 

Rank Free/Night 

Enemy 

11 

Yakamoto 

Terry 

Tiger 

680 

35 

800 

PR0T0N-K7P2 Body 

0 

PROTO N-2Legs 

0 

T53 Assault Rifle 

-4 

T62 Samurai Steel 

-20 

...... 


PT Hybrid Armor 

-12 

Rank Free /Night 

Enemy 

12 

Maejima 

William 

Ape-3 

790 

30 

800 

ZWERG-EV.3 Body 

-24 

ZWERG-Road Roller 

-1 

Maschinengewehrl 3 

-13 

Maschinengewehrl 3 

-18 

Eins LFK System2 

-16 

Zwerg K-Panzerung 

-11 

Rank Free/Night 

Enemy 

13 

Hiro 

Sgt.Zero 

Cat-1 

790 

40 

800 

KHT-0.279 Body 

-21 

KHT-4Legs 

1 

APG65 "Perun" 

-18 

CP42 "Gobalevsky" 

-20 

...... 


KPb62 "Borisovich" 

-17 

Rank Free/Night 

Enemy 

14 

LuNa 

GaRnleR 

Ape-1 

3150 

30 

1000 

KHT-0.279 Body 

20 

KHT-4Wheels 

-34 

KUV66 "Rousalka" 

22 

APG65 "Perun" 

30 

...... 


EB71 "Sicksa" 

-25 

Rank Free /Night 

Enemy 

15 

Myles 

Brown 

Rabbit-1 

3150 

35 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-4Wheels 

17 

Schmelzen Faust 

23 

Jagdgewehr6 

-12 

Eins LFK System2 

20 


- 

Rank Free/Night 

Enemy 

16 

Number40 

Doctor 

Cat-1 

6000 

40 

1100 

PROTON-K7P2 Body 

30 

PROTO N-3Wheels 

8 

T53 Assault Rifle 

25 

T53 Assault Rifle 

5 

T50 Grenade 

42 

T54 30mm Chain Gun 

0 

Rank Free /Night 

Enemy 

17 

Yelena 

Milena 

Bear-3 

6000 

45 

1100 

KHT-0.279 Body 

-5 

KHT-2Legs 

-2 

KPk54 "Kuznetsov" 

-18 

KUV66 "Rousalka" 

36 

KB67 "Krukis" 

-45 

KPb62 "Borisovich" 

32 

Rank Free /Night 

Enemy 

18 

Lars 

Lilo 

Wolf-2 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-6Wheels 

-8 

M30A6 "Hedgehog" 

30 

M-2019 Commercial 

-46 

M-191 Grenade 

-58 

M-9ASV TP-Missile 

53 

Rank Free /Night 

Enemy 

19 

Aenne 

Hunte 

Tiger 

8810 

55 

1400 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

35 

SVabwehr Kanone5 

-4 

EMB Karabiner9/8 

19 

Zwei LFK System5 

5 

Granatwerfer8/1 

-89 

Rank Free /Night 

Enemy 

20 

Hide 

Toshi 

Fish-2 

12050 

60 

1600 

ELINT-Re-K9E2 Body 

-50 

ELI NT- Re-4Wheels 

0 

T71 Pulse Laser 

-50 

T68 Gatling Gun 

-50 

T60 35mm Chain Gun 

-50 

T64 Anti-SV CKEM 

-50 

Rank Free/Night 

Enemy 

21 

Lang 

Thea 

Dog-3 

12050 

65 

1600 

ZWERG-EV.3 Body 

25 

ZWERG-4Legs 

-17 

Raketenkanone6/l 

-14 

Maschinenpistolel 7 

-99 

SVabwehr Kanone7 

0 

Granatwerfer8/1 

-99 



















































CHALLENGE MATCHES 


Proton Only 


Tody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Gimmer 

Adegon 

Cat-3 

12050 

65 

1600 

PR0TON-K7P2Body 

20 

PR0T0N-4Wheels 

25 

T67 Grenade 
M.Gun 

-45 

T66C02 Laser 

10 

T50 Grenade 

-95 

T64 Laser Cannon 

10 

Tuno 

Fin 

Shark 

200 

30 

800 

PR0TON-K7P2Body 

-9 

PROTON-HoverJet 

34 

T53 Assault 
Rifle 

-11 

T67 Grenade 
M.Gun 

-14 

--- 


T68 E.M.P. Grenade 

-18 

Hopkins 

Poxton 

Rat-1 

3420 

30 

1000 

PROTON-K7P2Body 

9 

PROTON-6 Legs 

-8 

T64 Sawed-off 
Gun 

15 

T64 Sawed-off 
Gun 

29 

T54 30mm Chain Gun 

-46 

T54 30mm Chain 
Gun 

-16 

Fo-Shon 

Shui-Jin 

Bird-4 

790 

30 

800 

PROTON-K7P2Body 

0 

PROTON-3Wheels 

0 

T64 Sawed-off 
Gun 

-2 

T48 Machine 
Pistol 

-9 

T68E.M.P. Grenade 

0 

T50 Grenade 

-3 

Yokomoto 

Terry 

Pig 

900 

35 

900 

PROTON-K7P2Body 

0 

PR0T0N-2Legs 

0 

T53 Assault Rifle 

-4 

T62 Samurai Steel 

-20 

----- 


PT Hybrid Armor 

-12 

Ashly 

Betsy 

Cat-1 

900 

35 

800 

PR0TON-K7P2Body 

-16 

PROTON-4Legs 

3 

T64 Sawed-off 
Gun 

-20 

T62 Samurai Steel 

-16 

FT Hybrid Armor 

-19 

T68 E.M.P. Grenade 

-12 

Ayono 

Gamma 

Ape-2 

6090 

40 

1000 

PROTON-K7P2Body 

0 

PR0T0N-4Wheels 

61 

T62 Samurai 
Steel 

1 

T53 Assault Rifle 

-6 

T57ASV Missile 

14 

T70 DL-ASV Missile 

-12 

Peter 

Stan 

Ape-3 

900 

40 

800 

PR0TON-K7P2Body 

-25 

PROTON-6 Legs 

3 

T67 Grenade 
M.Gun 

-19 

T62 Samurai Steel 

-13 

T50 Grenade 

-12 

. 

- 

Todohiro 

Sankyu 

Bird-2 

1620 

40 

1000 

PROTON-K7P2Body 

-10 

PR0T0N-4Legs 

12 

T67 Grenade 
M.Gun 

33 

T57 Chain Gun 

-13 

T57ASV Missile 

-50 

T50 Grenade 

-2 

S.V 

Fedaykin 

Rabbit-1 

5940 

45 

1200 

PROTON-K7P2Body 

5 

PROTON-6Legs 

1 

T62 Samurai 
Steel 

-17 

T64 Sawed-off 
Gun 

-28 

T50 Grenade 

-35 

T68 E.M.P. Grenade 

-28 

Fei-Hung 

Bao-Dan 

Dog-5 

1620 

45 

1100 

PROTON-K7P2Body 

9 

PR0T0N-4Legs 

-8 

T53 Assault 
Rifle 

19 

T53 Assault Rifle 

8 

T57ASV Missile 

-35 

T50 Grenade 

-7 

Pomelo 

Qint 

Lion-2 

1620 

50 

1100 

PROTON-K7P2Body 

35 

PR0T0N-4Wheels 

13 

T62 Samurai 
Steel 

32 

T53 Assault Rifle 

11 

T57ASV Missile 

-7 

T68 E.M.P. Grenade 

-40 

Mi 

Saitama 

Lizard-3 

1620 

50 

1100 

PROTON-K7P2Body 

12 

PR0T0N-3Wheels 

43 

T48 Machine 
Pistol 

-43 

T67 Grenade 
M.Gun 

-46 

T54 30mm Chain Gun 

2 

T54 30mm Chain 
Gun 

-41 

F,d 

Roxanne 

Horse-2 

1620 

50 

1100 

PR0TON-K7P2Body 

15 

PR0TON-2Legs 

-3 

T62 Samurai 
Steel 

12 

T64 Sawed-off Gun 

-35 

T54 30mm Chain Gun 

-25 

T70 DL-ASV Missile 

30 

B-Lee 

TangLung 

Cat-4 

1320 

55 

1000 

PROTON-K7P2Body 

35 

PROTON-HoverJet 

78 

T53 Assault Rifle 

-99 

T62 Samurai Steel 

46 

T68E.M.P. Grenade 

36 

T54 30mm Chain 
Gun 

25 






































Lema 

Krakow 

Lion-1 

12050 

60 

1600 

KHT-0.279 Body 

15 

KHT-2Wheels 

21 

KUV66 

"Rousalka" 

25 

PPk51 

"Kirsanoff" 

-45 

KB67 "Krukis" 

-22 

PRK69-4 "Leshy" 

12 

Yulian 

Tejkh 

Horse-3 

900 

30 

900 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

81 

APG65 "Perun" 

-71 

CP42 

"Gobalevsky" 

-69 

PRK57-1 "Ovinnik" 

0 

PRK57-1 

"Ovinnik" 

5 

Cho-#l 

Morgan 

Bird-4 

900 

30 

900 

KHT-0.279 Body 

-27 

KHT-4Legs 

2 

SV68 

"Nikolayev" 

-60 

CP42 

"Gobalevsky" 

-13 

EB71 "Sicksa" 

-11 

AGK54 "Veles" 

-18 

Tan-Hung 

Lang-Co 

Fish-1 

900 

30 

900 

KHT-0.279 Body 

-25 

KHT-Road Roller 

41 

KUV66 

"Rousalka" 

-20 

KUV66 

"Rousalka" 

-13 



PRK57-1 

"Ovinnik" 

23 

Lyudmila 

Marcus 

Cat-3 

900 

30 

900 

KHT-0.279 Body 

32 

KHT-2Legs 

8 

PPk51 

"Kirsanoff" 

-36 

PRK69-2 

"Polevik" 

-46 

KB67 "Krukis" 

0 

AGK70"Dogoda" 

0 

Vadim 

Andrews 

Sheep-2 

3420 

30 

1000 

KHT-0.279 Body 

-34 

KHT-2Wheels 

23 

PRK69-2 

"Polevik" 

6 

PRK69-2 

"Polevik" 

9 

PRK57-1 "Ovinnik" 

-8 

KB67 "Krukis" 

-25 

Josey 

Ten 

Bear-3 

900 

30 

900 

KHT-0.279 Body 

-13 

KHT-Single Bailer 

99 

PPk51 

"Kirsanoff" 

-7 

SV68 "Nikolayev" 

-19 

KPb62 "Borisovich" 

0 

KPb62 

"Borisovich" 

-12 

Irulan 

Haderach 

Fish-1 

1320 

40 

1000 

KHT-0.279 Body 

-16 

KHT-Single Bailer 

30 

CP42 

"Gobalevsky" 

0 

CP42 

"Gobalevsky" 

-3 

KB67 "Krukis" 

0 

EB71 "Sicksa" 

0 

Becky 

Otello 

Dolphin 

1620 

40 

1000 

KHT-0.279 Body 

17 

KHT-4Wheels 

51 

PRK69-2 

"Polevik" 

-14 

CP42 

"Gobalevsky" 

32 

AGK70 "Dogoda" 

-24 

KPb62 

Borisovich 

3 

Nikolai 

Barnet 

Tiger 

6090 

40 

1000 

KHT-0.279 Body 

8 

KHT-4Wheels 

-10 

KUV66 

"Rousalka" 

33 

SV68 "Nikolayev" 

-21 



PRK57-1 

"Ovinnik" 

-34 

Leroy 

Loo 

Horse-1 

1320 

40 

1000 

KHT-0.279 Body 

25 

KHT-2Legs 

-3 

CP42 

"Gobalevsky" 

40 

SV68 "Nikolayev" 

-15 

PRK69-4 "Leshy" 

-14 

KPb62 

"Borisovich" 

16 

Jarvet 

Snow 

Sheep-2 

1620 

45 

1000 

KHT-0.279 Body 

-19 

KHT-Road Roller 

-2 

APG65 "Perun" 

-17 

APG65 "Perun" 

-13 

PRK57-1 "Ovinnik" 

-16 

EB71 "Sicksa" 

-11 

Piper 

Holly 

Dog-4 

1620 

50 

1000 

KHT-0.279 Body 

7 

KHT-4Legs 

0 

KUV66 

"Rousolko" 

-43 

SV68 "Nikolayev" 

40 

PRK57-1 "Ovinnik" 

-30 



Tarasov 

Jacobs 

Giraffe 

1620 

50 

1000 

KHT-0.279 Body 

-34 

KHT-2Wheels 

33 

PRK69-2 

"Polevik" 

16 

PRK69-2 

"Polevik" 

6 

PRK57-1 "Ovinnik" 

-5 

KB67 "Krukis" 

-25 

S-Hulud 

Leto-2 

Cat-1 

8910 

55 

1200 

KHT-0.279 Body 

28 

KHT-Road Roller 

-24 

CP42 

"Gobalevsky" 

51 

SV68 "Nikolayev" 

28 

PRK57-1 "Ovinnik" 

35 

EB71 "Sicksa" 

-68 










































CHALLENGE MATCHES 


Cairo Only 

Tody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Virgil 

Hirom-K 

Bear-3 

12050 

60 

1600 

CARR0-H8/6 Body 

20 

CARR0-4Wheels 

43 

FL30 

"Cacciatore" 

31 

LA52 * 
Giavellotto" 

8 

LG28 "Fionda" 

-94 

SM26 "Temporale" 

-45 

Tetsuyo 

Heston 

Cat-5 

680 

35 

800 

CARR0-H8/6 Body 

-4 

CARR0-4Wheels 

0 

AMI 7 

"Bastoncino" 

-5 

PA20 "Camerata" 

-11 

AC44 "Difesa" 

0 

LG28 "Fionda" 

-11 

P-Soo 

Da-Nang 

Dog-5 

900 

30 

800 

CARR0-H8/6 Body 

0 

CARR0-2Legs 

-3 

FA12 "Favilla" 

-29 

FL30 "Cacciatore" 

41 

__ 


MC41 "Vesuvio" 

-16 

Django 

Loredana 

Bird-4 

900 

35 

800 

CARR0-H8/6 Body 

8 

CARR0-6Wheels 

36 

FA12 "Favilla" 

-50 

CG25 "Diavolo" 

4 

CA22 "Grandine" 

-45 

LM15 "Rondine-3" 

-25 

Ho-Pin 

Mi-So 

Giraffe 

3420 

35 

1000 

CARR0-H8/6 Body 

-1 

CARR0-2Wheels 

57 

AMI 7 

"Bastoncino" 

-2 

FA12 "Favilla" 

-28 

LM15 "Rondine-3" 

-31 

MC41 "Vesuvio" 

43 

Books 

Lauren 

Sheep-2 

900 

40 

900 

CARR0-H8/6 Body 

-21 

CARR0-4Legs 

41 

FA12 "Favilla" 

-11 

FA12 "Favilla" 

-17 

LM15 "Rondine-3" 

-15 

CA22 "Grandine" 

-14 

Leonardo 

Pier 

Rat-2 

1620 

40 

1100 

CARR0-H8/6 Body 

-20 

CARR0-6Legs 

43 

LC15 "Tifone" 

10 

PA20 "Camerata" 

0 

EB32 "Nautilo" 

24 

LM15 "Rondine-3" 

18 

Boltro 

Fernando 

Bird-1 

6090 

40 

1000 

CARR0-H8/6 Body 

5 

CARR0-6Legs 

-2 

LM10 

"Sagittario" 

27 

FA12 "Favilla" 

21 

LG28 "Fionda" 

43 

CA22 "Grandine" 

13 

Hisashi 

Scanner 

Wolf-2 

1620 

45 

1000 

CARR0-H8/6 Body 

2 

CARR0-2Wheels 

30 

FA12 "Favilla" 

-48 

FA12 "Favilla" 

-33 

CA22 "Grandine" 

-33 

LG28 "Fionda" 

-50 

Baron-H 

Alia 

Lizard-1 

2110 

45 

1100 

CARR0-H8/6 Body 

-8 

CARR0-6Wheels 

18 

FA12 "Favilla" 

40 

LM10 "Sagittario" 

34 

SM26 "Temporale" 

-55 

LM15 "Rondine-3" 

-2 

Issoy 

Grohom 

Wolf-2 

6090 

45 

1000 

CARR0-H8/6 Body 

35 

CARR0-2Legs 

-29 

FA12 "Favilla" 

-15 

FA12 "Favilla" 

6 

LG28 "Fionda" 

-58 

LG28 "Fionda" 

0 

Dark-S 

lonClone 

Rabbit-1 

1620 

50 

1100 

CARR0-H8/6 Body 

0 

CARR0-4Legs 

-1 

LA52 

"Giavellotto" 

-99 

AMI 7 

"Bastoncino" 

15 

MC41 "Vesavio" 

25 

LAI 6 

"Brillamento" 

-99 

Franco 

Luise 

Lizard-1 

2110 

50 

1100 

CARR0-H8/6 Body 

36 

CARR0-4Wheels 

64 

LM10 

"Sagittario" 

-35 

LM10 "Sagittario" 

-41 

MC41 "Vesavio" 

-47 

EB32 "Nautilo" 

6 

Donte 

Luca 

Shark 

8910 

50 

1200 

CARR0-H8/6 Body 

50 

CARR0-2Legs 

37 

LM10 

"Sagittario" 

-32 

CG25 "Diavolo" 

44 

MC41 "Vesavio" 

-45 

EB32 "Nautilo" 

-35 

Goston 

Avis 

Rabbit-2 

8910 

50 

1200 

CARR0-H8/6 Body 

-16 

CARR0-2Wheels 

86 

PA20 

"Camerata" 

15 

AMU 

"Bastoncino" 

-10 

LA16 "Brillamento" 

30 

MC41 "Vesuvio" 

-6 






































CHALLENGE MATCHES 


Zwerg Only 


Name Chip Name Chip Type Prize (xlO) Lv. Base Exp. 


Lang 

Thea 

Dog-3 

12050 

65 

1600 

ZWERG-EV.3 Body 

25 

ZWERG-4Legs 

-17 

Raketenkanone 

6/1 

-14 

MaschinenpistolelZ 

-99 

SVabwehr Kanone7 

0 

Granatwerfer8/1 

-99 

Gray 

Kuehle 

Bird-6 

900 

30 

900 

ZWERG-EV.3 Body 

10 

ZWERG-4Baller 

40 

EMP Lahmung 

-10 


-19 

Eins LFK System2 

-20 

. 

- 

Taiga 

Jupiter 

Horse-2 

900 

30 

900 

ZWERG-EV.3 Body 

-11 

ZWERG-4Baller 

10 

SVabwehr 

Kanone5 

-11 

SVabwehr 

Kanone5 

-7 

EMP Granotwerfer 

0 

Eins LFK System2 

-7 

Helen 

Voter 

Rat-1 

900 

30 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

56 

EMP Lahmung 

-23 

MaschinenpistolelZ 

-38 

Maschinengewehr9 

13 

. 

- 

Georg 

No.11811 

Ape-1 

900 

35 

900 

ZWERG-EV.3 Body 

-28 

ZWERG-Road Roller 

-3 

MasdrinenpislolelZ 

-10 

EMP Lahmung 
Faust 

-13 

Eins LFK System2 

-17 

Granatwerfer8/1 

-19 

Blindman 

Boss 

Dog-5 

900 

30 

800 

ZWERG-EV.3 Body 

-35 

ZWERG-Road Roller 

Z8 

Masdwengewehrl3 

-14 

SVabwehr 

Kanone5 

-14 

Eins LFK System2 

-16 

Zwei LFK System5 

-16 

Arthur 

Worker 

Dog-4 

900 

35 

900 

ZWERG-EV.3 Body 

-4 

ZWERG-2Wheels 

0 

EMP Lahmung 

-11 

Schmelzen Faust 

0 

...... 


Zwei LFK System5 

-10 

Giuliano 

Phil 

Bear-2 

900 

35 

900 

ZWERG-EV.3 Body 

-22 

ZWERG-4Baller 

Z8 

MasdrinenpislolelZ 

-41 

EMB Karabiner 
9/8 

-11 

. 

- 

Maschinengewehr9 

-12 

Iryna 

Kedy 

Sheep-2 

1320 

38 

1000 

ZWERG-EV.3 Body 

-30 

ZWERG-4Legs 

5 

MasdiiengeuvGhrl3 

-19 

Schmelzen Faust 

-16 

EMP Granotwerfer 

-10 

Eins LFK System2 

-12 

Fritz 

Schmale 

Cat-4 

900 

40 

900 

ZWERG-EV.3 Body 

24 

ZWERG-4Legs 

27 

Masdiieng0wehrl3 

4 

EMP Lahmung 
Faust 

37 



Granatwerfer8/1 

-32 

Koup 

Sachi 

Dog-5 

1620 

40 

1000 

ZWERG-EV.3 Body 

-1 

ZWERG-Road Roller 

14 

MaschinenpislolelZ 

-25 

MaschinenpistolelZ 

-44 

Maschinengewehr9 

11 

Eins LFK System2 

-8 

Pat 

Squier 

Giraffe 

1620 

40 

1100 

ZWERG-EV.3 Body 

Z 

ZWERG-2Legs 

11 

Schmelzen 

-32 

Masdiinengewebrl 3 

-17 

RaketenwerferlO 

23 

Eins LFK System2 

-43 

Gunther 

Freund 

Dog-5 

6090 

40 

1000 

ZWERG-EV.3 Body 

-12 

ZWERG-2Legs 

29 

Jagdgewehr6 

40 


-15 

Granatwerfer8/1 

-21 

EMP Granotwerfer 

26 

Backdrop 

Obey 

Cat-2 

1320 

40 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-2Wheels 

26 

SVabwehr 

Kanone5 

-16 

Schmelzen Faust 

-14 



EMP Granotwerfer 

-17 

Schulze 

Ulmer 

Cat-1 

1620 

50 

1100 

ZWERG-EV.3 Body 

44 

ZWERG-4Wheels 

71 

SVabwehr 

Kanone5 

58 


-58 

EMP Granotwerfer 

-42 

Eins LFK System2 

81 









































CHALLENGE MATCHES 


Hartman Only 


Tody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Harold 

Tiare 

Dog-4 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-4Wheels 

20 

M30A6 

"Hedgehog" 

-30 

SV Drill "Sapper" 

50 

M-9ASV TP-Missile 

-25 

M-191 Grenade 

0 

Wilfred 

Patton 

Lizard-1 

200 

30 

800 

HARTMAN-IP1 Body 

-11 

HARTMAN-Crawler 

5 

M-32 Assault 
Rifle 

-12 

M-32 Assault Rifle 

-20 

M-191 Grenade 

-16 



Archer 

Timothy 

Fish-2 

900 

30 

900 

HARTMAN-IP1 Body 

-23 

HARTMAN-4Legs 

2 

M-7 SRAM 
Launcher 

-14 

M-4 Recoilless 
Gun 

-15 

M-191 Grenade 

0 

M2A5 "Chip Killer" 

-18 

Purcell 

Streiter 

Lizard-2 

900 

30 

900 

HARTMAN-IP1 Body 

-11 

HARTMAN-6Wheels 

0 

M-2019 

Commercial 

-14 

SV Drill "Sapper" 

-6 



MC Composite 

0 

Danny 

Murphy 

Cot-1 

900 

35 

900 

HARTMAN-IP1 Body 

-9 

HARTMAN-4Wheels 

26 

M-7 SRAM 
Launcher 

-45 

M-7 SRAM 
Launcher 

-12 

M2A5 "Chip Killer" 

-9 

...... 


Amalia 

Pike 

Bird-6 

3420 

35 

1000 

HARTMAN-IP1 Body 

-5 

HARTMAN-2Legs 

20 

M217 Chain 

-9 

M-32 Assault Rifle 

-50 

M-18 Heavy M.Gun 

-13 

M-18 Heavy 
M.Gun 

-18 

Horst 

El-Lute 

Turtle 

900 

35 

900 

HARTMAN-IP1 Body 

0 

HARTMAN-2Wheels 

14 

M-7 SRAM 
Launcher 

-54 

M-32 Assault Rifle 

-37 

M-191 Grenade 

-15 

...... 


Zhang-Fu 

Xiong 

Bear-3 

1620 

40 

1100 

HARTMAN-IP1 Body 

0 

HARTMAN-Crowler 

-60 

M-32 Assault 
Rifle 

-22 

M-32 Assault Rifle 

-34 

M-18 Heavy M.Gun 

-48 

M-191 Grenade 

-37 

Lotto 

Hermes 

Ape-1 

1620 

40 

1000 

HARTMAN-IP1 Body 

-2 

HARTMAN-4Legs 

38 

M217 Chain 
Gun 

-45 

M-2019 

Commercial 

22 

M-9ASV TP-Missile 

-14 

M-18 Heavy 
M.Gun 

30 

Lady-J 

Calodan 

Cot-2 

1620 

40 

1000 

HARTMAN-IP1 Body 

-13 

HARTMAN-2Legs 

25 

M-4 Recoilless 
Gun 

-31 

M-2019 

Commercial 

17 

MC Composite Armor 

0 

FAE5 "Daisy Bell" 

31 

Nick-G 

Horace 

Bird-1 

6090 

40 

1000 

HARTMAN-IP1 Body 

0 

HARTMAN-2Wheels 

74 

M-7 SRAM 
Launcher 

-17 

M-32 Assault Rifle 

-11 

M-2 SRAM Launcher 

-18 



Cyndi 

Quest 

Cot-1 

8910 

45 

1200 

HARTMAN-IP1 Body 

-18 

HARTMAN-2Wheels 

99 

M-32 Assault 
Rifle 

-48 

M-32 Assault Rifle 

29 

M-191 Grenade 

-41 

M-191 Grenade 

5 

LeonlOOS 

Bottle 

Bird-4 

5940 

45 

1200 

HARTMAN-IP1 Body 

39 

HARTMAN-Crawler 

34 

SV Drill 
"Sapper" 

32 

M-2019 

Commercial 

38 

M-191 Grenade 

9 

M2A5 "Chip Killer" 

9 

Shaddam 

Hasimir 

Rat-1 

1620 

50 

1000 

HARTMAN-IP1 Body 

7 

HARTMAN-4Wheels 

0 

M-7 SRAM 
Launcher 

32 

M-32 Assault Rifle 

44 



M-9ASV TP-Missile 

-33 

Fred-A 

Arctor-F 

Bird-2 

1320 

50 

1000 

HARTMAN-IP1 Body 

-12 

HARTMAN-6Wheels 

58 

M-2019 

Commercial 

-32 

M-4 Recoilless 
Gun 

-3 

M-191 Grenade 

-33 

MC Composite 

0 










































CHALLENGE MATCHES 


Legs Only 


Tody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Notsuro 

Poo 

Rat-1 

12050 

60 

1600 

ARDIT0-H8M Body 

-25 

ARDIT0-2Legs 

0 

FL32 "Fragore" 

-50 

CG30 "Vampiro" 

-50 

MC42 "Stromboli" 

-50 

SM27 "Uragano" 

-50 

Dwun 

Prescott 

Bird-2 

200 

30 

800 

KHT-0.279 Body 

-17 

KHT-2Legs 

-2 

KUV66 

"Rousalka" 

-13 

PPk51 

"Kirsanoff" 

-11 

EB71 "Sicksa" 

-3 

KPb62 "Boriso¬ 
vich" 

-22 

Angeli 

Maarzo 

Cat-4 

200 

30 

800 

CARRO-H8/6 Body 

0 

CARR0-6Legs 

-5 

FA12 "Favilla" 

-14 

FA12 "Favilla" 

-65 

CA22 "Grandine" 

-84 

LG28 "Fionda" 

-14 

Bertha 

Willow 

Wolf-2 

900 

30 

800 

CARR0-H8/6 Body 

-1 

CARR0-2Legs 

0 

FA12 "Favilla" 

-7 

AMI 7 
Basroncino 

0 



MC41 "Vesuvio" 

-15 

Raheem 

Zuwarah 

Lizard-2 

790 

30 

800 

ZWERG-EV.3 Body 

-15 

ZWERG-4Legs 

-1 

Maschinenpistolel 7 

-3 

Maschinenpistolel 7 

-12 




- 

Bi-P 

Uef-C 

Giraffe 

900 

30 

800 

ZWERG-EV.3 Body 

16 

ZWERG-2Legs 

-9 

EMP Lahmung 
Faust 

-27 

SVabwehr 

Kanone5 

18 



Granatwerfer8/1 

35 

Marilyn 

Jason 

Cat-2 

2110 

40 

1100 

HARTMAN-IP1 Body 

24 

HARTMAN-4Legs 

28 

M-32 Assault 
Rifle 

-15 

M-4 Recoilless 
Gun 

-12 

M-191 Grenade 

-8 

M-9ASV TP-Missile 

43 

Kizilova 

Shane 

Cat-1 

2110 

40 

1100 

KHT-0.279 Body 

-10 

KHT-2Legs 

-3 

PPk51 

"Kirsanoff" 

-16 

APG65 "Perun" 

-20 



AGK54 "Veles" 

-14 

Sushi-K 

Go|iro 

Lion-2 

1320 

40 

1000 

KHT-0.279 Body 

22 

KHT-2Legs 

-1 

KUV66 

"Rousalka" 

-11 

APG65 "Perun" 

-15 



...... 


Corellia 

Tachi 

Bird-2 

2110 

40 

1100 

PROTON-K7P2 Body 

6 

PROTON-4Legs 

-36 

T62 Samurai 
Steel 

24 

T66C02 Laser 

-99 

T68 E.M.P. Grenade 

-22 

T57ASV Missile 

0 

Armitage 

Finn 

Bear-3 

2110 

40 

1100 

PROTON-K7P2 Body 

5 

PR0T0N-6Legs 

-3 

T64 Sawed-off 

23 

T48 Machine 
Pistol 

-24 



T57ASV Missile 

16 

Kiyoko25 

Jorris 

Cat-2 

1620 

40 

1000 

PROTON-K7P2 Body 

-28 

PR0T0N-2Legs 

-61 

T62 Samurai 
Steel 

46 

T64 Sawed-off 
Gun 

-36 



T68 E.M.P. Grenade 

10 

Orlok 

Murnau 

Rat-1 

790 

45 

800 

HARTMAN-IP1 Body 

-10 

HARTMAN-2Legs 

-4 

SV Drill 
"Sapper" 

-27 

SV Drill "Sapper" 

38 



M-191 Grenade 

4 

Alfred 

Gustav 

Bird-5 

5940 

45 

1200 

7WERG-EV.3 Body 

-24 

ZWERG-4Legs 

87 


-38 


40 

Granatwerfer8/1 

28 

Eins LFK System2 

-39 

Tao-Gu 

Ma-Fu 

Fish-1 

1620 

50 

1100 

CARRO-H8/6 Body 

6 

CARR0-4Legs 

-20 

LC15 "Tifone" 

23 

LM10 "Sagittario" 

31 

LG28 "Fionda" 

-49 

LG28 "Fionda" 

39 













































CHALLENGE MATCHES 


Wheels Only 


Tody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Hide 

Toshi 

Fish-2 

12050 

60 

1600 

ELINT-Re-K9E2 Body 

-50 

ELI NT- Re-4Wbeels 

0 

T71 Pulse Laser 

-50 

T68 Gatling Gun 

-50 

T60 35mm Chain 
Gun 

-50 

T64 Anti-SV CKEM 

-50 

Oily 

Boeheim 

Rat-1 

900 

30 

900 

ZWERG-EV.3 Body 

-25 

ZWERG-2Wheels 

75 

Masdrinenpislolel7 

-33 

Maschinengewehrl 3 

23 

Granatwerfer8/1 

-14 

Zwei LFK Syslem5 

-14 

Yeong-Gi 

Ping-Erh 

Bear-2 

900 

35 

800 

KHT-0.279 Body 

0 

KHT-4Wheels 

34 

CP42 

"Gobalevsky" 

-17 

KUV66 

"Rousalka" 

-12 

...... 


EB71 "Sicksa" 

-16 

Irvin 

Todd 

Lizard-1 

900 

35 

800 

CARR0-H8/6 Body 

-10 

CARRO-2Wheels 

30 

LC15 "Tifone" 

28 

FA12 "Favilla" 

24 

...... 


EB32 "Nautilo" 

-17 

Kirsten 

Douglas 

Cot-5 

1320 

40 

1000 

HARTMAN-IP1 Body 

0 

HARTMAN-4Wheels 

39 

M-32 Assault 
Rifle 

-12 

M-32 Assault Rifle 

-23 

M-191 Grenade 

0 



Reggie 

Chop 

Rabbit-1 

5940 

40 

1200 

HARTMAN-IP1 Body 

45 

HARTMAN-6Wheels 

76 

M-7 SRAM 
Launcher 

20 

M-7 SRAM 
Launcher 

-20 

M-191 Grenade 

-56 

M-l 8 Heavy 
M.Gun 

-13 

Shinyo 

Loney 

Rot-1 

1620 

45 

1100 

HARTMAN-IP1 Body 

8 

HARTMAN-2Wheels 

-8 

M-7 SRAM 
Launcher 

-25 

M-7 SRAM 
Launcher 

-21 

M-191 Grenade 

-16 



Ryu-saku 

Nezu 

Bear-3 

1320 

40 

1000 

KHT-0.279 Body 

-21 

KHT-2Wheels 

-2 

KUV66 

"Rousalka" 

-17 

KUV66 

"Rousalka 

-18 

KB67 "Krukis" 

-11 

AGK70 "Dogoda" 

-16 

Herbert 

Zweiter 

Turtle 

1320 

40 

1000 

KHT-0.279 Body 

-14 

KHT-2Wheels 

0 

KPk54 

"Kuznetsov" 

-4 

KPk54 

Kuznetsov 

0 

PRK57-1 "Ovinnik" 

-1 



Enrico 

Tino 

Bird-6 

1320 

40 

1000 

CARR0-H8/6 Body 

0 

CARR0-4Wheels 

47 

PA20 

"Camerata" 

-20 

FA12 "Favilla" 

46 

LG28 "Fionda" 

-17 

LG28 "Fionda" 

-20 

Rita 

Vito 

Sheep-1 

1620 

40 

1100 

CARR0-H8/6 Body 

15 

CARR0-6Wheels 

43 

AMI 7 

"Bastoncino" 

0 

FA12 "Favilla" 

26 

CA22 "Grandine" 

-51 

AC44 "Difesa" 

-41 

Bonnie 

Adam 

Cot-5 

1620 

40 

1000 

ZWERG-EV.3 Body 

-9 

ZWERG-4Wheels 

40 

Maschinenpislolel 7 

6 

EMB Karabiner 
9/8 

-51 

Zwei LFK System5 

-16 

Zwei LFK Syslem5 

-22 

Miyakol9 

Dobrov 

Ape-1 

1620 

50 

1100 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

75 

EMB Karabiner 
9/8 

24 

Maschinengewehrl 3 

-54 

EMP Gronatwerfer 

-22 

Eins LFK Syslem2 

25 

kAi 

MiTsuRu 

Bird-6 

1620 

45 

1100 

PR0T0N-K7P2 Body 

30 

PROTO N-4Wbeels 

-21 

T64 Sawed-off 
Gun 

56 

T64 Sawed-off 

-30 

T66 Anti-SV Rocket 

-21 

PT Hybrid Armor 

-61 

Haruun 

Vastor 

Dog-1 

8910 

55 

1200 

PR0T0N-K7P2 Body 

11 

PROTO N-3Wbeels 

32 

T62 Samurai 
Steel 

58 

T53 Assault Rifle 

-85 

T64 Loser Connon 

-99 

T70 DL-ASV Missile 

12 









































CHALLENGE MATCHES 


Special Legs Only 











































CHALLENGE MATCHES 


E-Chip Only 


Jody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Franco 

E-Chip 

E-Chip 




CARRO-H8/6 Body 

35 

CARR0-4Wheels 

64 

LM10" 
Sagittario" 

-35 

LM10 "Sagittario" 

-41 

MC41 "Vesuvio" 

-47 

EB32 "Nautilo" 

6 

Maurice 

E-Chip 

E-Chip 




HARTMAN-IP1 Body 

-24 

HARTMAN-2Legs 

25 

M-2019 

Commercial 

34 

M-7 SRAM 
Launcher 

0 

M-l8 Heavy M.Gun 

12 

M-l8 Heavy 
M.Gun 

20 

Bonnie 

E-Chip 

E-Chip 




ZWERG-EV.3 Body 

-9 

ZWERG-4Wheels 

40 

Masdiinenpistolel7 

6 

EMB Karabiner 
9/8 

-51 

Zwei LFK SystemS 

-16 

Zwei LFK Syslem5 

-22 

Becky 

E-Chip 

E-Chip 




KHT-0.279 Body 

17 

KHT-4Wheels 

51 

PRK69-2 

"Polevik" 

-14 

CP42 

"Gobolevsky" 

32 

AGK70 "Dogoda" 

-24 

KPb62 "Boriso¬ 
vich" 

3 

Sean 

E-Chip 

E-Chip 




KHT-0.279 Body 

8 

KHT-4Wheels 

54 

PPk51 

"Kirsanoff" 

1 

CP42 

"Gobolevsky" 

-19 

EB71 "Sicksa" 

-25 

PRK574 "Ovin- 

-45 

Leonardo 

E-Chip 

E-Chip 




CARRO-H8/6 Body 

-20 

CARR0-6Legs 

43 

LC15 "Tifone" 

10 

PA20 "Camerala" 

0 

EB32 "Nautilo" 

24 

LM15 "Rondine-3" 

18 

Martini 

E-Chip 

E-Chip 




CARR0-H8/6 Body 

40 

CARR0-2Legs 

-3 

FA12 "Favilla" 

-29 

FA12 "Favilla" 

-8 

...... 

- 



Wing-Lok 

E-Chip 

E-Chip 




HARTMAN-IP1 Body 

2 

HARTMAN-4Wheels 

3 

M-32 Assault 
Rifle 

34 

SV Drill "Sapper" 

23 

~~ 

- 

M-l91 Grenade 

-42 

Lavinia 

E-Chip 

E-Chip 




CARR0-H8/6 Body 

9 

CARR0-6Legs 

-18 

LM10 

"Sagittario" 

-8 

AMI 7 

"Bastoncino" 

-34 

CA22 "Grandine" 

-46 

LM15 "Rondine-3" 

-44 

Nailah 

E-Chip 

E-Chip 




ZWERG-EV.3 Body 

20 

ZWERG-2Wheels 

30 

Masdwengewehrl3 

7 

Maschinenpistolel 7 

37 

Maschinengewehr9 

- 



Alan 

E-Chip 

E-Chip 




HARTMAN-IP1 Body 

-5 

HARTMAN-4Wheels 

43 

M-4 Recoilless 
Gun 

-55 

M-7 SRAM 
Launcher 

11 

M-l91 Grenade 

-20 

M-9ASV TP-Missile 

16 

Darwi 

E-Chip 

E-Chip 




ZWERG-EV.3 Body 

10 

ZWERG-4Legs 

-9 

Raketenkanone 

6/1 

-33 

SVabwehr 

Kanone5 

12 

Granatwerfer8/1 

30 



Tao-Gu 

E-Chip 

E-Chip 




CARR0-H8/6 Body 

6 

CARR0-4Legs 

-9 

LC15 "Tifone" 

23 

LM10 "Sagittario" 

31 

LG28 "Fionda" 

-19 

LG28 "Fionda" 

39 

Mathilda 

E-Chip 

E-Chip 




PROTON-K7P2 Body 

17 

PROTON-2Legs 

-11 

T67 Grenade 
M.Gun 

-34 

T62 Samurai Steel 

39 

T68 E.M.P. Grenade 

24 

T70DL-ASV Missile 

-55 

Knox 

E-Chip 

E-Chip 




PROTON-K7P2 Body 

12 

PROTON-2Legs 

41 

T67 Grenade 
M.Gun 

-40 

T53 Assault Rifle 

-5 

T70DL-ASV Missile 

33 

T70 DL-ASV Missile 

33 









































CHALLENGE MATCHES 


Rental SVs Only 


Onoda-3 

KenKen6 

Dog-3 




HARTMAN-IP1 Body(S) 

0 

HARTMAN-2Legs (S) 

0 

M-2019 

Commercial 

20 

SV Drill "Sapper" 

20 

M-191 Grenade 

-30 

M-2 SRAM 
Launcher 

10 

Karlta 

Coeurl 

Turtle 




HARTMAN-IP1 Body(S) 

0 

HARTMAN-2Legs (S) 

0 

M-2019 

Commercial 

-45 

M-2019 

Commercial 

-45 



M-2 SRAM 
Launcher 

-55 

Lnndo 

Able 

Lizard-3 




CARRO-H8/6 Body (S) 

0 

CARR0-2Wheels (S) 

0 

PA20" 
Camerata" 

-45 

PA20 "Camerata" 

-45 



...... 

- 

Daniel 

Tissue 

Bird-5 




HARTMAN-IP1 Body(S) 

0 

HARTMAN-2Legs (S) 

0 

M-2019 

Commercial 

-40 

M-2019 

Commercial 

-40 



M-2 SRAM 
Launcher 

-35 

Klaus 

Gespenst 

Cat-3 




KHT-0.279 Body (S) 

0 

KHT-4Wheels (S) 

0 

PPk51 

"Kirsanoff" 

-35 

PPk51 

Kirsanoff 

-35 


0 

PRK57-rOvin- 

-25 

Darwi 

Taraza 

Dog-2 




ZWERG-EV.3 Body (S) 

0 

ZWERG-4Legs (S) 

0 

Maschinenpistolel7 

-30 

Maschinenpistolel 7 

-30 

Granatwerfer8/1 

0 

...... 

- 

Scytale 

Axolotl 

Lizard-1 




HARTMAN-IP1 Body(S) 

0 

HARTMAN-2Legs(S) 

0 

M-2019 

Commercial 

-25 

SV Drill "Sapper" 

-25 

M-191 Grenade 

0 

. 

- 

Hiro 

Sgt.Zero 

Cat-1 




KHT-0.279 Body (S) 

0 

KHT-4Wheels (S) 

0 

PPk51 

"Kirsanoff" 

-20 

CP42 

"Gobalevsky" 

-20 



. 

- 

Shombay 

Kianga 

Bird-6 




ZWERG-EV.3 Body (S) 

0 

ZWERG-4Legs (S) 

0 

Masdiinenpistolel7 

-15 

EMP Lahmung 

-15 



Eins LFK System2 

-10 

Yueh 

Hawat 

Pig 




PR0T0N-K7P2 Body(S) 

0 

PR0T0N-3Wbeels (S) 

0 

T48 Machine 
Pistol 

-10 

T62 Samurai Steel 

-10 



T57ASV Missile 

0 

Frey 

Josapbat 

Wolf-2 




ZWERG-EV.3 Body (S) 

0 

ZWERG-4Legs (S) 

0 

Masdiienpislolel7 

-5 

Maschinenpistolel 7 

-5 

Granatwerfer8/1 

0 

. 

- 

Lavinia 

Dix 

Dog-1 




CARRO-H8/6 Body (S) 

0 

CARR0-2Wheels IS) 

0 

PA20 

"Camerata" 

0 

AMI 7 

"Bastoncino" 

0 

LG28 "Fionda" 

0 

...... 

- 

Reese 

Easter 

Rat-1 




PR0T0N-K7P2 Body(S) 

0 

PROTO N-3Wheels (S) 

0 

T48 Machine 
Pistol 

5 

T48 Machine 
Pistol 

5 

T50 Grenade 

20 

...... 

- 

Lazarus 

Pauley 

Lizard-3 




KHT-0.279 Body (S) 

0 

KHT-4Wheels(S) 

0 

PPk51 

"Kirsanoff" 

10 

CP42 

"Gobalevsky" 

10 



PRK57-r0vin- 

0 

Dark-V 

Executor 

Lion-2 




CARRO-H8/6 Body (S) 

0 

CARR0-2Wheels (S) 

0 

PA20 

"Camerata" 

15 

AMI 7 

"Bastoncino" 

15 



LM15 "Rondine-3" 

5 













































CHALLENGE MATCHES 


NoO.C. 

Jody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Shizue 

Karin 

Dog-3 




PROTON-K7P2 Body 

0 

PR0T0N-4Wheels 

17 

T70MLRS 

Launcher 

-60 

T57 Chain Gun 

-27 



T54 30mm Chain 
Gun 

-9 

Shu-Min 

VT-M5264 

Cat-2 




HARTMAN-IP1 Body 

-12 

HARTMAN-4Wheels 

47 

SV Drill 
"Sapper" 

-20 

M-7 SRAM 
Launcher 

-59 

M-18 Heavy M.Gun 

-26 

M2A5 "Chip Killer" 

-3 

Moepmo 

William 

Ape-3 




ZWERG-EV.3 Body 

-24 

ZWERG-Road Roller 

-1 

Masdiineng0drl3 

-13 


-18 

Eins LFK Syslem2 

-16 

Zwerg K-Pan- 

-11 

Nathan 

Dorby 

Cat-1 




HARTMAN-IP1 Body 

15 

HARTMAN-6Wheels 

-5 

M-32 Assault 
Rifle 

-13 

SV Drill "Sapper" 

5 



M-2 SRAM 
Launcher 

-24 

Donna 

Rusler 

Rabbit-1 




KHT-0.279 Body 

-20 

KHT-4Wheels 

71 

APG65 "Perun" 

14 

KUV66 

"Rousalka" 

-21 

EB71 "Sicksa" 

31 

AGK70 "Dogoda" 

14 

Masahiro 

Gensui 

Bird-7 




ZWERG-EV.3 Body 

17 

ZWERG-4Wheels 

-1 

Masdinengewehrl3 

-27 

Maschinenpistolel 7 

-15 

EMP Granatwerfer 

-12 

Zwerg K- 
Panzerung 

-18 

Marika 

Song 

Cat-1 




CARR0-H8/6 Body 

17 

CARR0-4Wheels 

11 

LM10 

"Sagittario" 

20 

FA12 "Favilla" 

-32 



CA22 "Grandine" 

31 

Lan-Hua 

Chi-On 

Lizard-3 




PROTON-K7P2 Body 

-2 

PR0T0N-4Legs 

43 

T64 Sawed-off 

-13 

T64 Sawed-off 

-28 

T57ASV Missile 

55 

T54 30mm Chain 
Gun 

45 

B-Liang 

Seki 

Horse-1 




ZWERG-EV.3 Body 

35 

ZWERG-Road Roller 

-14 

Schmelzen 

45 

Maschinenpistolel 7 

49 

Granatwerfer8/1 

38 

EMP Granatwerfer 

1 

So-Jeong 

Yoon 

Sheep-1 




PR0T0N-K7P2 Body 

-10 

PR0T0N-4Legs 

42 

T53 Assault 
Rifle 

30 

T53 Assault Rifle 

41 

T50 Grenade 

-30 

T54 30mm Chain 
Gun 

-50 

Malin 

Fallada 

Bird-1 




HARTMAN-IP1 Body 

-8 

HARTMAN-2Wheels 

22 

M-7 SRAM 
Launcher 

-17 

M-32 Assault Rifle 

-21 

M-2 SRAM Launcher 

8 

M2A5 "Chip Killer" 

-52 

Gina 

Oriente 

Bird-2 




CARR0-H8/6 Body 

-20 

CARR0-2Wheels 

47 

FA12 "Favilla" 

-41 

FL30 "Caccialore" 

44 

AC44 "Difesa" 

-41 

. 

- 

Ulrich 

Gibarian 

Turtle 




KHT-0.279 Body 

-12 

KHT-4Legs 

-36 

APG65 "Perun" 

-15 

KUV66 

"Rousalka" 

-17 

AGK54 "Veles" 

-15 

PRK57-1 

"Ovinnik" 

-19 

Labaan 

Kifaru 

Dog-5 




CARR0-H8/6 Body 

13 

CARRO-2Wheels 

14 

LC15 "Tifone" 

25 

LM10 "Sagittario" 

14 

AC44 "Difesa" 

-19 

...... 

- 

Jokerl 

S-Zero 

Dog-3 




KHT-0.279 Body 

50 

KHT-4Legs 

1 

PPc71 

"Cherenkov" 

12 

APG65 "Perun" 

-44 

PRK69-4 "Leshy" 

22 

KUV64 "Tunguska" 

-10 










































CHALLENGE MATCHES 


Shoulder Weapons Only 


Lars 

Lila 

Wolf-2 




HARTMAN-IP1 Body 

50 

HARTMAN-6Wheels 

-28 

...... 

- 

...... 

- 

FAE5 "Daisy Bell" 

0 

M-9ASV TP-Missile 

53 

Miyuki 

Beach 

Dog-4 




KHT-0.2Z9 Body 

-2 

KHT-4Wheels 

2Z 

...... 


...... 

- 

PRK5Z-1 "Ovinnik" 

28 

PRK57-1 

"Ovinnik" 

30 

Von-Chin 

Peng 

Dog-2 




CARRO-H8/6 Body 

18 

CARR0-4Wheels 

52 

...... 

- 

...... 

- 

CA22 "Grandine" 

48 

MC41 "Vesuvio" 

-55 

Crunch 

Whistle 

Dolphin 




HARTMAN-IP1 Body 

23 

HARTMAN-2Legs 

-12 

...... 


...... 

- 

M-9ASV TP-Missile 

39 

M-18 Heavy 
M.Gun 

30 

Teal-c 

Quinn 

Cat-2 




HARTMAN-IP1 Body 

28 

HARTMAN-Crawler 

-18 

. 

- 

...... 

- 

XPPC "Thunderbird" 

12 

M-191 Grenade 

-50 

ToKeYoMa 

NaBe 

Cat-1 




CARR0-H8/6 Body 

30 

CARR0-6Wheels 

25 

. 


...... 

- 

MC41 "Vesuvio" 

-58 

CA22 "Grandine" 

27 

D-Lee 

Bruce-1 

Bird-6 




HARTMAN-IP1 Body 

14 

HARTMAN-2Wheels 

0 

. 

- 

...... 

- 

M-191 Grenade 

-74 

FAE5 "Daisy Bell" 

37 

Bruno 

Faggio 

Lion-2 




CARR0-H8/6 Body 

33 

CARR0-4Wheels 

0 

...... 


...... 

- 

MC41 "Vesuvio" 

13 

SM26 "Temporale" 

34 

Mathilda 

Carlsen 

Lion-2 




PR0T0N-KZP2Body 

4Z 

PR0T0N-2Legs 

-22 

. 


...... 

- 

T68 E.M.P. Grenade 

24 

T70 DL-ASV Missile 

-55 

Jugen 

Ketty 

Wolf-1 




KHT-0.2Z9 Body 

42 

KHT-4Legs 

-66 

...... 


...... 

- 

AGK70 "Dogoda" 

-9 

AGK54 "Veles" 

55 

Iktotchi 

Cutlass9 

Lizard-3 




PROTON-KZP2Body 

50 

PR0T0N-4Wheels 

-23 

...... 

- 

...... 

- 

T57ASV Missile 

-25 

T66 Anti-SV Rocket 

24 

Penelope 

Parker 

Ape-2 




ZWERG-EV.3 Body 

60 

ZWERG-4Wheels 

-20 

...... 

- 

. 

- 

Eins LFK Syslem2 

-8 

Zwei LFK System5 

30 

Achilles 

Matsu 

Ape-3 




PROTON-KZP2Body 

55 

PR0T0N-2Legs 

-26 

...... 

- 

...... 

- 

T57ASV Missile 

-14 

T64 Laser Cannon 

21 

Joker2 

D-Zero 

Rabbit-2 




ZWERG-EV.3 Body 

50 

ZWERG-Road Roller 

-54 

...... 

- 

. 

- 

RaketenwerferlO 

24 

Zwei LFK System5 

26 

Jokerl 

S-Zero 

Dog-3 




KHT-0.2Z9 Body 

50 

KHT-4Legs 

-5 

...... 

- 

. 

- 

PRK69-4 "Leshy" 

33 

KUV64 "Tunguska" 

20 





































CHALLENGE MATCHES 


Arm Weapons Only 


Jody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Aenne 

Hunte 

Tiger 




ZWERG-EV.3 Body 

50 

ZWERG-4Wheels 

-24 

SVabwehr 

Kanone5 

14 

EMB Karabiner 
9/8 

38 

. 

- 



Walton 

F-Things 

Bird-3 




HARTMAN-IP1 Body 

23 

HARTMAN-2Legs 

-20 

SV Drill 

25 

M-4 Recoilless 
Gun 

13 

...... 

- 



BZ-Joe 

Zena 

Fish-1 




KHT-0.2Z9 Body 

21 

KHT-4Legs 

-25 

KUV66 

"Rousalka" 

19 

SV68 "Nikolayev" 

13 

. 

- 



Masayuki 

Happy 

Fish-2 




PR0T0N-K7P2 Body 

58 

PR0T0N-3Wheels 

-27 

T67 Grenade 
M.Gun 

24 

T48 Machine 
Pistol 

6 

. 

- 



Hayato 

Tara 

Horse-3 




PROTON-K7P2 Body 

51 

PR0T0N-3Wheels 

-20 

T64 Sawed-off 

12 

T57 Chain Gun 

42 

...... 

- 



Gordon 

Quaser 

Dog-4 




KHT-0.279 Body 

50 

KHT-Road Roller 

-52 

SV68 

"Nikolayev" 

36 

APG65 "Perun" 

14 


- 



Bartlett 

Lisette 

Cat-3 




CARR0-H8/6 Body 

49 

CARR0-4Wheels 

-27 

AMI 7 

"Bastoncino" 

25 

CG25 "Diavolo" 

22 

...... 

- 



Maryse 

Saut 

Rabbit-2 




CARR0-H8/6 Body 

70 

CARR0-2Legs 

-33 

FA12 "Favilla" 

7 

AMI 7 

"Bastoncino" 

60 


- 



Alberti 

Babel 

Dog-5 




ZWERG-EV.3 Body 

62 

ZWERG-2Wheels 

-32 

SVabwehr 

Kanone5 

33 

Masdiinengewehrl 3 

-12 

. 

- 



Alan 

Tin-Tin 

Dog-3 




HARTMAN-IP1 Body 

55 

HARTMAN-4Wheels 

-21 

M-4 Recoilless 
Gun 

55 

M-7 SRAM 
Launcher 

11 

...... 

- 



Rabban 

Mentat 

Lizard-1 




CARR0-H8/6 Body 

49 

CARR0-4Wheels 

-27 

CG25 "Diavolo" 

48 

CG25 "Diavolo" 

-34 

...... 

- 

— 


Amanda 

O'Neil 

Dog-2 




HARTMAN-IP1 Body 

58 

HARTMAN-6Wheels 

-33 

M-7 SRAM 
Launcher 

20 

M-4 Recoilless 
Gun 

30 

. 

- 



KiNg-PiN 

StaR-B 

Horse-2 




ZWERG-EV.3 Body 

66 

ZWERG-Road Roller 

-52 

EMP Lahmung 
Faust 

63 


-10 

...... 

- 



y 


Ernst 

Irmen 

Ape-1 




ZWERG-EV.3 Body 

67 

ZWERG-4Wheels 

8 

SVabwehr 

Kanone5 

13 

Schmelzen Faust 

60 

...... 

- 



Gaius 

Pain 

Ape-1 




PROTON-K7P2 Body 

70 

PR0T0N-4Wheels 

-18 

T70MLRS 

Launcher 

12 

T62 Samurai Steel 

70 

...... 

0 


0 





















































CHALLENGE MATCHES 


Close Range Weapons Only 


Smith 

Yarol 

Lizard-3 




PROTON-K7P2Body 

50 

PR0T0N-6Legs 

-48 

T62 Samurai 
Steel 

99 

T62 Samurai Steel 

99 



...... 

- 

Yutani 

Punch 

Dog-3 




HARTMAN-IP1 Body 

30 

HARTMAN-4Wheels 

-1 

SV Drill 
"Sapper" 

16 

SV Drill "Sapper" 

-25 



...... 

- 

Min-Ki 

VT-H5648 

Cat-1 




KHT-0.279 Body 

47 

KHT-Single Bailer 

-31 

CP42 

"Gobolevsky" 

16 

CP42 

"Gobolevsky" 

10 



...... 

- 

Eline 

Brun 

Turtle 




ZWERG-EV.3 Body 

24 

ZWERG-2Legs 

-21 

EMP Lohmung 
Faust 

18 

EMP Lohmung 

-17 



...... 

- 

Barclay 

Charles 

Ape-1 




KHT-0.279 Body 

40 

KHT-2Legs 

-50 

CP42 

"Gobolevsky" 

-13 

CP42 

"Gobolevsky" 

22 



. 

- 

Heinrich 

Grot 

Rhino 




ZWERG-EV.3 Body 

47 

ZWERG-2Legs 

-28 

Schmelzen 

Faust 

32 

EMP Lohmung 

-17 



. 

- 

Claudine 

Roger 

Dog-4 




PROTON-K7P2Body 

88 

PR0T0N-4Wheels 

-17 

T62 Samurai 
Steel 

22 

T62 Samurai Steel 

49 



. 

- 

Chiyoko 

Sanma 

Bird-7 




HARTMAN-IP1 Body 

55 

HARTMAN-2Wheels 

-21 

SV Drill 
"Sapper" 

-4 

SV Drill "Sapper" 

32 



...... 

- 

Valerie 

Harker 

Dog-2 




HARTMAN-IP1 Body 

68 

HARTMAN-4Wheels 

-30 

SV Drill 
"Sapper" 

50 

SV Drill "Sapper" 

-21 



...... 

- 

Sean 

Kynes 

Lizard-1 




KHT-0.279 Body 

88 

KHT-4Wheels 

-48 

CP42 

"Gobolevsky" 

51 

CP42 

"Gobolevsky" 

-19 



...... 

- 

Marsh 

Terence 

Cat-5 




CARR0-H8/6 Body 

90 

CARR0-6Wheels 

-43 

AMI 7 
Bastoncino 

-74 

AMI 7 

"Bastoncino" 

56 



...... 

- 

Tetsu 

Wizardry 

Cat-2 




ZWERG-EV.3 Body 

65 

ZWERG-2Wheels 

34 

Schmelzen 

63 

EMP Lohmung 

40 



...... 

- 

HiRoAkl 

Y.T 

Turtle 




PROTON-K7P2Body 

81 

PR0T0N-2Legs 

-46 

T62 Samurai 
Steel 

-35 

T62 Samurai Steel 

59 



. 

- 

Idaho 

Ghola-12 

Ape-3 




CARR0-H8/6 Body 

60 

CARR0-4Wheels 

-29 

AMI 7 

"Bastoncino" 

83 

AMI 7 

"Bastoncino" 

19 



. 

- 

Count-D 

Stoker 

Ape-1 




PROTON-K7P2Body 

96 

PR0T0N-2Legs 

-8 

T62 Samurai 
Steel 

82 

T62 Samurai Steel 

25 



. 

- 



















































CHALLENGE MATCHES 


Lock On Weapons Only 


Jody Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Seon 

Kynes 

Lizard-1 




KHT-0.279 Body 

50 

KHT-4Wheels 

27 

KUV66 

"Rousalka" 

-25 

KUV66 

"Rousolko" 

-35 

PRK69-4 "Leshy" 

20 

PRK69-4 "Leshy" 

-36 

MaryAnne 

Giont 

Dog-5 




HARTMAN-IP1 Body 

24 

HARTMAN-2Legs 

10 

M-7 SRAM 
Launcher 

-32 

M-7 SRAM 
Launcher 

41 

M-9ASV TP-Missile 

-45 

M-2 SRAM 
Launcher 

-39 

Logon 

Bub 

Bird-4 




ZWERG-EV.3 Body 

-8 

ZWERG-2Legs 

-3 

...... 

- 



Eins LFK System2 

52 

Zwei LFK System5 

15 

Paquita 

Lionel 

Horse-1 




KHT-0.279 Body 

-7 

KHT-4Legs 

-3 

KUV66 

"Rousolko" 

-15 

PRK69-2 

"Polevik" 

-37 

PRK57-1 "Ovinnik" 

-20 

PRK57-1 

"Ovinnik" 

10 

Grete 

Berger 

Bird-4 




ZWERG-EV.3 Body 

20 

ZWERG-2Wheels 

-43 





Eins LFK System2 

-10 

Zwei LFK Syslem5 

20 

Gospore 

Bind 

Lizard-2 




CARR0-H8/6 Body 

38 

CARR0-4Legs 

-30 





LM15 "Rondine-3" 

11 

LM15 "Rondine-3" 

-8 

Ashly 

Betsy 

Cat-1 




PROTON-K7P2 Body 

42 

PR0T0N-2Legs 

2 


- 



T70 DL-ASV Missile 

33 

T70 DL-ASV Missile 

33 

ChiP 

CoPsUlE 

Rabbit-2 




HARTMAN-IP1 Body 

6 

HARTMAN-6Wheels 

10 

M-7 SRAM 
Launcher 

-20 

M-7 SRAM 
Launcher 

22 

M-191 Grenade 

-12 

M-9ASV TP-Missile 

9 

Dark-M 

Bloodfin 

Lizard-3 




CARR0-H8/6 Body 

5 

CARR0-4Wheels 

25 

LM10 

"Sogittario" 

-49 

LM10 "Sogittario" 

-42 

SM26 "Temporale" 

-45 

LM15 "Rondine-3" 

10 

Rydel 

Karen 

Bird-6 




HARTMAN-IP1 Body 

-10 

HARTMAN-4Wheels 

10 

M-7 SRAM 
Launcher 

33 

M-7 SRAM 
Launcher 

0 

M-9ASV TP-Missile 

-44 

M-9ASV TP-Missile 

12 

Koslo 

Conwoy 

Rot-2 




KHT-0.279 Body 

22 

KHT-2Legs 

21 

PRK69-2 

"Polevik" 

12 

PRK69-2 

"Polevik" 

-54 

PRK69-4 "Leshy" 

-8 

PRK57-1 

"Ovinnik" 

7 

YaMoGoTo 

EiGhTy-2 

Dog-2 




CARR0-H8/6 Body 

3 

CARRO-4Wheels 

30 

LM10 

"Sogittario" 

34 

LM10 "Sogittario" 

35 

SM26 "Temporale" 

-13 



Bonnie 

Adorn 

Lizard-1 




ZWERG-EV.3 Body 

80 

ZWERG-4Wheels 

8 

...... 

- 



Zwei LFK System5 

16 

Zwei LFK Syslem5 

22 

Barbara 

Reiner 

Lion-2 




PR0T0N-K7P2 Body 

50 

PR0T0N-4Legs 

8 





T57ASV Missile 

99 

T70 DL-ASV Missile 

48 

Jokerl 

S-Zero 

Dog-3 




KHT-0.279 Body 

50 

KHT-4Legs 

37 

PRK69-2 

"Polevik" 

12 

KUV66 

"Rousolko" 

-44 

PRK69-4 "Leshy" 

22 

KUV64 "Tunguska" 

-10 

















































CHALLENGE MATCHES 


Grenades Only 


Wai-Lun 

Ya-Ya 

Cat-1 




PROTON-K7P2Body 

50 

PR0T0N-2Legs 

-30 

T70MLRS 

Launcher 

38 

T70MLRS 

Launcher 

-80 

T68 E.M.P. Grenade 

-99 

T50 Grenode 

86 

Iwashika 

Brin 

Dolphin 




HARTMAN-IP1 Body 

-15 

HARTMAN-4Wheels 

0 

...... 

- 

...... 

- 

M2A5 "Chip Killer" 

31 

FAE5 "Daisy Bell" 

10 

Fei-Yu 

Haizhou 

Bird-6 




ZWERG-EV.3 Body 

4 

ZWERG-4Legs 

-9 

...... 

- 

...... 

- 

EMP Granatwerfer 

11 

Granalwerfer8/1 

75 

Poling 

Lanie 

Lizard-3 




KHT-0.279 Body 

-10 

KHT-Single Bailer 

0 

...... 

- 

. 

- 

AGK70 "Dogoda" 

22 

EB71 "Sicksa" 

-10 

Finel 

Samuel 

Sheep-1 




HARTMAN-IP1 Body 

-7 

HARTMAN-2Wheels 

21 

...... 

- 

...... 

- 

M-191 Grenade 

85 

M2A5 "Chip Killer" 

-6 

Chris 

Firth 

Bird-4 




KHT-0.279 Body 

-12 

KHT-4Legs 

-36 

...... 


...... 

- 

EB71 "Sicksa" 

15 

AGK70 "Dogoda" 

49 

B-Lai 

Bruce-3 

Bear-2 




CARR0-H8/6 Body 

-13 

CARR0-4Legs 

-4 

. 


...... 

- 

LG28 "Fiondo" 

89 

LG28 "Fiondo" 

-16 

Athena 

Jameson 

Cat-5 




PROTON-K7P2Body 

12 

PROTON-HoverJel 

45 

T67 Grenade 

-12 

. 

- 

T50 Grenade 

0 

T68 E.M.P. Grenade 

0 

Wen-hai 

Feng 

Lizard-2 




PROTON-K7P2 Body 

9 

PR0T0N-2Legs 

1 

...... 

- 

T70MLRS 

Launcher 

22 

T68 E.M.P. Grenade 

14 

T68E.M.P. Grenade 

0 

Wing-Lok 

Yu-Lin 

Sheep-2 




HARTMAN-IP1 Body 

2 

HARTMAN-4Wheels 

3 

...... 

- 

. 

- 

M2A5 "Chip Killer" 

90 

M-191 Grenade 

-42 

Ngoc-Le 

Huong 

Cat-2 




KHT-0.279 Body 

34 

KHT-4Legs 

2 

...... 

- 

. 

- 

AGK70 "Dogoda" 

80 

AGK70 "Dogoda" 

-20 

Nailah 

Muzaffar 

Wolf-2 




ZWERG-EV.3 Body 

40 

ZWERG-2Wheels 

30 

...... 

- 

. 

- 

EMP Granatwerfer 

61 

EMP Granatwerfer 

-99 

Cesare 

Caligari 

Bear-3 




CARRO-H8/6 Body 

56 

CARR0-6Legs 

-44 

...... 

- 

. 

- 

LG28 "Fiondo" 

90 

EB32 "Nautilo" 

14 

Yan-Fei 

Shantou 

Dog-3 




PROTON-K7P2Body 

40 

PROTON-2Legs 

17 

T67 Grenade 
M.Gun 

28 

T67 Grenode 
M.Gun 

-22 

T50 Grenade 

99 

T50 Grenode 

-18 

2Brains 

Aryx 

Horse-2 




PROTON-K7P2 Body 

57 

PROTON-6Legs 

-24 

T67 Grenade 
M.Gun 

-4 

T70MLRS 

Launcher 

27 

T50 Grenade 

-99 

T68E.M.P. Grenade 

-12 




































CLASS MASTER 1 / NEW YORK 

Title 

Name 

Chip Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Master - 00 

Haruun 

Vaslor 

Dog-1 

8910 

55 

1200 

PR0T0N-K7P2 Body 

11 

PROTO N-3Wheels 

32 

T62 Samurai Steel 

58 

T53 Assault Rifle 

-85 

T64 Laser Cannon 

-99 

T70 DL-ASV Missile 

12 

Rank Master • 01 

TaLbY 

Bomb #2 

Dolphin 

3150 

35 

1000 

HARTMAN-IP1 Body 

-50 

HARTMAN-4Legs 

38 

M217 Chain Gun 

-45 

M-2019 Commercial 

22 

M-9ASV TP-Missile 

-14 

M-18 Heavy M.Gun 

30 

Rank Master - 02 

Gimmer 

Adegan 

Cat-3 

12050 

65 

1600 

PR0T0N-K7P2 Body 

20 

PROTO N-4Wheels 

25 

T67 Grenade M.Gun 

-45 

T66 C02 Laser Gun 

10 

T50 Grenade 

-95 

T64 Laser Cannon 

10 

Rank Master • 03 

Maryse 

Saut 

Shark 

900 

40 

900 

CARR0-H8/6 Body 

-1 

CARR0-2Legs 

0 

FA12 "Favilla" 

-7 

AMI 7 "Bastoncino" 

0 


_ 

MC41 "Vesuvio" 

-15 

Rank Master - 04 

2Brains 

Aryx 

Horse-2 

5940 

50 

1200 

PR0T0N-K7P2 Body 

17 

PROTO N-6Legs 

-11 

T67 Grenade M.Gun 

-4 

T53 Assault Rifle 

27 

T64 Laser Cannon 

-99 

T54 30mm Chain Gun 

-12 

Rank Master - 05 

Dark-V 

Executor 

Lion-2 

1620 

55 

1100 

CARR0-H8/6 Body 

-12 

CARR0-2Legs 

-17 

LC15 "Tifone" 

-22 

LA52 "Giavellotto" 

-99 

EB32 "Nautilo" 

-18 

CA22 "Grandine" 

-39 

Rank Master - 06 

Boltro 

Fernando 

Bird-1 

6090 

40 

1000 

CARR0-H8/6 Body 

5 

CARR0-6Legs 

-2 

LM10 "Sagittario" 

27 

FA12 "Favilla" 

21 

LG28 "Fionda" 

43 

CA22 "Grandine" 

13 

Rank Master - 07 

Sophia 

Claudia 

Ape-1 

8810 

50 

1400 

CARR0-H8/6 Body 

0 

CARR0-2Legs 

-14 

CG25 "Diavolo" 

-20 

LM10 "Sagittario" 

7 

SM26 "Temporale" 

38 

EB32 "Nautilo" 

-89 

Rank Master - 08 

Johann 

Brigitte 

Wolf-1 

8810 

50 

1400 

ZWERG-EV.3 Body 

0 

ZWERG-Road Roller 

-22 

Maschinengewehrl 3 

68 

EMB Karabiner9/8 

0 

Eins LFK System2 

71 

Granatwerfer8/1 

-71 

Rank Master • 09 

Fred-A 

Arctor-F 

Bear-3 

8910 

50 

1200 

HARTMAN-IP1 Body 

-12 

HARTMAN-6Wheels 

58 

M-2019 Commercial 

-32 

M-4 Recoilless Gun 

-3 

M-191 Grenade 

-33 

MC Composite Armor 

0 

Rank Master -10 

Grete 

Berger 

Bird-4 

900 

30 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-2Wheels 

43 

SVabwehr Kanone5 

-14 

Maschinengewehrl 3 

-20 

EMP Granatwerfer 

-10 

Zwei LFK System5 

-20 

Rank Master -11 

Lucas 

Chani 

Special-World 3 

22500 

75 

3000 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

84 

M-32 Assault Rifle 

-99 

Ml 13 ETC Cannon 

-25 

FAE5 "Daisy Bell" 

-99 

M-9ASV TP-Missile 

-50 

Rank Master -12 

Heinrich 

Grot 

Rhino 

3420 

35 

1000 

ZWERG-EV.3 Body 

7 

ZWERG-2Legs 

11 

Schmelzen Faust 

-32 

Maschinengewehrl 3 

-17 

Raketenwerferl 0 

23 

Eins LFK System2 

-43 

Rank Master-13 

John 

C2 

Special-New York 

18000 

70 

2400 

ELINT-Re-K9E2 Body 

0 

ELINT-Re-4Wheels 

0 

T71 Pulse Laser 

-25 

T68 Gatling Gun 

-25 

T60 35mm Chain Gun 

-25 

T64 Anti-SV CKEM 

-25 

Rank Master -14 

Leonl005 

Bottle 

Bird-4 

5940 

45 

1200 

HARTMAN-IP1 Body 

39 

HARTMAN-Crawler 

34 

SV Drill "Sapper" 

32 

M-2019 Commercial 

38 

M-191 Grenade 

9 

M2A5 "Chip Killer" 

9 

Rank Master -15 

Emilio 

Pietro 

Wolf-1 

3420 

35 

1000 

CARR0-H8/6 Body 

4 

CARR0-4Wheels 

25 

PA20 "Camerata" 

-21 

LC15 "Tifone" 

-21 

. 


EB32 "Nautilo" 

-1 

Rank Master -16 

Fei-Hung 

Bao-Dan 

Dog-2 

1620 

45 

1100 

PR0T0N-K7P2 Body 

9 

PROTO N-4Legs 

-8 

T53 Assault Rifle 

19 

T53 Assault Rifle 

8 

T57ASV Missile 

-35 

T50 Grenade 

-7 

Rank Master -17 

Alberti 

Babel 

Dog-5 

6090 

40 

1000 

ZWERG-EV.3 Body 

12 

ZWERG-2Wheels 

42 

SVabwehr Kanone5 

-13 

Maschinengewehrl 3 

-12 



Maschinengewehr9 

46 

Rank Master -18 

Ben 

Eric 

Bird-1 

3150 

30 

1000 

CARR0-H8/6 Body 

-25 

CARR0-4Wheels 

57 

AM17 "Bastoncino" 

2 

FA12 "Favilla" 

68 

LM15 "Rondine-3" 

-31 

MC41 "Vesuvio" 

43 

Rank Master -19 

Kazune 

Heizo 

Tiger 

6000 

40 

1100 

PR0T0N-K7P2 Body 

-15 

PROTO N-6Legs 

0 

T62 Samurai Steel 

73 

T53 Assault Rifle 

-8 

T68 E.M.P. Grenade 

28 

T66 Anti-SV Rocket 

9 

Rank Master - 20 

Kirin 

Saiko 

Special-Saiko 

10000 

70 

2500 

PR0T0N-K7P2 Body 

50 

PROTON-HoverJet 

52 

T67 Grenade M.Gun 

-30 

T62 Samurai Steel 

99 

T66 Anti-SV Rocket 

25 

T70 DL-ASV Missile 

-85 

Rank Master - 21 

Roy 

Nikola 

Special-Nikola 

10000 

75 

2500 

CARR0-H8/6 Body 

50 

CARR0-2Wheels 

6 

FA12 "Favilla" 

-50 

CG25 "Diavolo" 

25 

SM26 "Temporale" 

35 

MC41 "Vesuvio" 

-99 

Rank Master - 22 

Dark-S 

lanClone 

Rabbit-1 

1620 

50 

1100 

CARR0-H8/6 Body 

0 

CARR0-4Legs 

-1 

LA52 "Giavellotto" 

-99 

AMI 7 "Bastoncino" 

15 

MC41 "Vesuvio" 

25 

LA16 "Brillamento" 

-99 

Rank Master - 23 

Andrei 

Steven 

Rat-1 

6000 

40 

1100 

KHT-0.279 Body 

10 

KHT-4Legs 

-9 

KUV66 "Rousalka" 

30 

PPk51 "Kirsanoff" 

-38 

PRK69-4 "Leshy" 

21 

AGK70"Dogoda" 

18 

Rank Master - 24 

John 

C2 

Special-New York 

18000 

70 

2400 

ELINT-Re-K9E2 Body 

0 

ELINT-Re-4Wheels 

0 

T71 Pulse Laser 

-25 

T68 Gatling Gun 

-25 

T60 35mm Chain Gun 

-25 

T64 Anti-SV CKEM 

-25 

Rank Master - 25 

Kenji 

Saitama 

Lizard-3 

1620 

50 

1100 

PROTON-K7P2 Body 

12 

PROTO N-3Wbeels 

43 

T48 Machine Pistol 

-43 

T67 Grenade M.Gun 

-46 

T54 30mm Chain Gun 

2 

T54 30mm Chain Gun 

-41 

Rank Master - 26 

Nicole 

Der Alte 

Sheep-1 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-2Legs 

30 

Ml 13 ETC Cannon 

2 

M-2019 Commercial 

12 

M-9ASV TP-Missile 

-10 

FAE5 "Daisy Bell" 

-92 

Rank Master - 27 

DD 

JJ 

Special-JJ 

14500 

40 

2000 

CARRO-H8/6 Body 

50 

eRpLegHolyTwoRoll 

16 

AMI 7 "Bastoncino" 

50 

CG25 "Diavolo" 

-50 

MC41 "Vesuvio" 

20 

EB32 "Nautilo" 

-99 























































CLASS MASTER 2/US VEGAS 


Title Name Chip Name Chip Type A™. Lv. Body Lv. Leg Lv. Right Arm Lv. Left Arm Lv. Right Shoulder Lv. Left Shoulder Lv. 


Rank Master - 00 

Eszter-J 

Smithee 

Bird-7 

3150 

30 

1000 

KHT-0.279 Body 

-15 

KHT-4Legs 

-30 

CP42 "Gobalevsky" 

24 

APG65 "Perun" 

47 

AGK70"Dogoda" 

25 

AGK54 "Veles" 

-39 

Rank Master - 01 

Harold 

Tiare 

Dog-4 

12050 

60 

1600 

HARTMAN-IP1 Body 

0 

HARTMAN-4Wheels 

20 

M30A6 "Hedgehog" 

-30 

SV Drill "Sapper" 

50 

M-9ASV TP-Missile 

-25 

M-191 Grenade 

0 

Rank Master - 02 

Amalia 

Pike 

Bird-6 

3420 

35 

1000 

HARTMAN-IP1 Body 

-5 

HARTMAN-2Legs 

20 

M217 Chain Gun 

-9 

M-32 Assault Rifle 

-50 

M-18 Heavy M.Gun 

-13 

M-18 Heavy M.Gun 

-18 

Rank Master - 03 

Jokerl 

S-Zero 

Dog-3 

1320 

55 

1000 

KHT-0.279 Body 

50 

KHT-4Legs 

1 

PPc71 "Cherenkov" 

12 

APG65 "Perun" 

-44 

PRK69-4 "Leshy" 

22 

KUV64 "Tunguska" 

-10 

Rank Master - 04 

Iryna 

Kedy 

Sheep-2 

1320 

38 

1000 

ZWERG-EV.3 Body 

-30 

ZWERG-4Legs 

5 

Maschinengewehrl 3 

-19 

Schmelzen Faust 

-16 

EMP Granatwerfer 

-10 

Eins LFK System2 

-12 

Rank Master - 05 

Josey 

Ten 

Bear-3 

900 

30 

900 

KHT-0.279 Body 

-13 

KHT-Single Bailer 

99 

PPk51 "Kirsanoff" 

-7 

SV68 "Nikolayev" 

-19 

KPb62 "Borisovich" 

0 

KPb62 "Borisovich" 

-12 

Rank Master - 06 

Lavinia 

Dix 

Dog-1 

5940 

45 

1200 

CARRO-H8/6 Body 

9 

CARR0-6Legs 

-18 

LM10 "Sagittario" 

-8 

AMI 7 "Bastoncino" 

-34 

CA22 "Grandine" 

-46 

LM15 "Rondine-3" 

-44 

Rank Master - 07 

Amelia 

Paolo 

Bird-1 

8810 

50 

1400 

CARRO-H8/6 Body 

0 

CARR0-2Legs 

-21 

LC15 "Tifone" 

31 

LC15 "Tifone" 

46 

CA22 "Grandine" 

-28 

. 


Rank Master - 08 

Ellen 

Crowe 

Horse-1 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-4Legs 

-4 

M217 Chain Gun 

45 

M-2019 Commercial 

-24 

M-18 Heavy M.Gun 

-30 

M-18 Heavy M.Gun 

19 

Rank Master - 09 

Lando 

Able 

Lizard-2 

3420 

35 

1000 

CARRO-H8/6 Body 

5 

CARR0-2Legs 

-7 

LM10 "Sagittario" 

2 

FL30 "Cacciatore" 

9 

CA22 "Grandine" 

7 

LG28 "Fionda" 

-28 

Rank Master -10 

MotoO 

Phizwhiz 

Special-Phizwhiz 

9120 

45 

2500 

KHT-0.279 Body 

50 

KHMLegs 

17 

SV68 "Nikolayev" 

55 

PRK69-2 "Polevik" 

25 

KUV64 "Tunguska" 

5 

AGK70"Dogoda" 

-85 

Rank Master -11 

John 

C2 

Special-New York 

18000 

70 

2400 

ELINT-Re-K9E2 Body 

0 

ELINT-Re-4Wheels 

0 

T71 Pulse Laser 

-25 

T68 Gatling Gun 

-25 

T60 35mm Chain Gun 

-25 

T64 Anti-SV CKEM 

-25 

Rank Master -12 

Zhang-Fu 

Xiong 

Bear-3 

1620 

40 

1100 

HARTMAN-IP1 Body 

0 

HARTMAN-Crawler 

-60 

M-32 Assault Rifle 

-22 

M-32 Assault Rifle 

-34 

M-18 Heavy M.Gun 

-48 

M-191 Grenade 

-37 

Rank Master -13 

Bessie 

WiseGuy 

Dog-4 

900 

30 

900 

CARR0-H8/6 Body 

-12 

CARR0-4Wheels 

25 

AMI 7 "Bastoncino" 

-20 

AMI 7 "Bastoncino" 

-13 

...... 

- 

LG28 "Fionda" 

-15 

Rank Master -14 

Ludwig 

Von 

Bird-2 

12050 

60 

1600 

CARR0-H8/6 Body 

10 

CARR0-2Legs 

35 

LA52 "Giavellotto" 

1 

FA12 "Favilla" 

-82 

LAI 6 "Brillamento" 

18 

EB32 "Nautilo" 

-80 

Rank Master -15 

Django 

Loredana 

Wolf-2 

6090 

35 

1000 

CARR0-H8/6 Body 

8 

CARR0-6Wheels 

36 

FA12 "Favilla" 

-50 

CG25 "Diavolo" 

4 

CA22 "Grandine" 

-45 

LM15 "Rondine-3" 

-25 

Rank Master -16 

Reggie 

Chop 

Rabbit-1 

5940 

40 

1200 

HARTMAN-IP1 Body 

45 

HARTMAN-6Wheels 

76 

M-7 SRAM Launcher 

20 

M-7 SRAM Launcher 

-20 

M-191 Grenade 

-56 

M-18 Heavy M.Gun 

-13 

Rank Master -17 

Belinda 

Nanna 

Lion-1 

6000 

38 

1100 

HARTMAN-IP1 Body 

-25 

HARTMAN-4Legs 

-4 

M-32 Assault Rifle 

23 

M-7 SRAM Launcher 

39 

M2A5 "Chip Killer" 

-28 

M-18 Heavy M.Gun 

29 

Rank Master -18 

Gaston 

Avis 

Rabbit-2 

8910 

50 

1200 

CARR0-H8/6 Body 

-16 

CARR0-2Wheels 

86 

PA20 "Camerata" 

15 

AMI 7 "Bastoncino" 

-10 

LAI 6 "Brillamento" 

30 

MC41 "Vesuvio" 

-6 

Rank Master -19 

David 

Miles 

Special-Las Vegas 

18000 

70 

2400 

ARDITO-H8M Body 

0 

ARDIT0-2Legs 

0 

FL32 "Fragore" 

-25 

CG30 "Vampiro" 

-25 

MC42 "Stromholi" 

-25 

SM27 "Uragano" 

-25 

Rank Master - 20 

DD 

JJ 

Special-JJ 

14500 

40 

2000 

CARRO-H8/6 Body 

50 

eRpLegHolyTwoRoll 

16 

AMI 7 "Bastoncino" 

50 

CG25 "Diavolo" 

-50 

MC41 "Vesuvio" 

20 

EB32 "Nautilo" 

-99 

Rank Master - 21 

Lucas 

Chani 

Special-World 3 

22500 

75 

3000 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

84 

M-32 Assault Rifle 

-99 

Ml 13 ETC Cannon 

-25 

FAE5 "Daisy Bell" 

-99 

M-9ASV TP-Missile 

-50 

Rank Master - 22 

Cyndi 

Quest 

Lizard-3 

1620 

45 

1100 

HARTMAN-IP1 Body 

-18 

HARTMAN-2Wheels 

99 

M-32 Assault Rifle 

-48 

M-32 Assault Rifle 

29 

M-191 Grenade 

-41 

M-191 Grenade 

5 

Rank Master - 23 

Martini 

Umber 

Cat-1 

6090 

40 

1000 

CARRO-H8/6 Body 

40 

CARR0-2Legs 

-3 

FA12 "Favilla" 

-29 

FA12 "Favilla" 

-8 

. 


. 


Rank Master - 24 

Alice 

Deoler3A 

Lion-1 

3150 

28 

1000 

PROTON-K7P2Body 

0 

PROTON-HoverJet 

35 

T64 Sawed-off Gun 

22 

T53 Assault Rifle 

22 

T50 Grenade 

-97 

. 


Rank Master - 25 

Cyndi 

Quest 

Cat-1 

8910 

45 

1200 

HARTMAN-IP1 Body 

-18 

HARTMAN-2Wheels 

99 

M-32 Assault Rifle 

-48 

M-32 Assault Rifle 

29 

M-191 Grenade 

-41 

M-191 Grenade 

5 

Rank Master - 26 

GoLd-J 

WhltAkEr 

Rat-2 

6000 

38 

1100 

ZWERG-EV.3 Body 

-10 

ZWERG-4Wheels 

0 

Maschinengewehrl 3 

2 

SVabwehr Kanone5 

34 

Granalwerfer8/1 

-59 

Zwei LFK System5 

0 

Rank Master - 27 

Charlie 

Algernon 

Rat-1 

9120 

45 

2500 

ZWERG-EV.3 Body 

50 

ZWERG-4Baller 

76 

Schmelzen Faust 

50 

Raketenkanone6/l 

-80 

Zwei LFK System5 

25 

EMP Granatwerfer 

-99 


















































CUSS MASTER 3/LONDON 

Title 

Name 

Chip Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Master - 00 

Ayano 

Gamma 

Wolf-1 

6090 

40 

1000 

PR0T0N-K7P2 Body 

0 

PROTO N-4Wheels 

61 

T62 Samurai Steel 

1 

T53 Assault Rifle 

-6 

T57ASV Missile 

14 

T70 DL-ASV Missile 

-12 

Rank Master - 01 

Hopkins 

Poxton 

Rat-1 

3420 

30 

1000 

PR0T0N-K7P2 Body 

9 

PROTO N-6Legs 

-8 

T64 Sawed-off Gun 

15 

T64 Sawed-off Gun 

29 

T54 30mm Chain Gun 

-46 

T54 30mm Chain Gun 

-16 

Rank Master - 02 

Gomer 

Sargel 

Horse-1 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-Crawler 

-23 

M-32 Assault Rifle 

85 

M-7 SRAM Launcher 

62 

M-2 SRAM Launcher 

52 

M2A5 "Chip Killer" 

-49 

Rank Master - 03 

Gunther 

Freund 

Rat-1 

8910 

40 

1200 

ZWERG-EV.3 Body 

-12 

ZWERG-2Legs 

29 

Jagdgewehr6 

40 

Maschinengewehrl 3 

-15 

Granotwerfer8/l 

-21 

EMP Gronatwerfer 

26 

Rank Master - 04 

DD 

JJ 

Special-JJ 

14500 

40 

2000 

CARRO-H8/6 Body 

50 

eRpLegHolyTwoRoll 

16 

AMI 7 "Bastoncino" 

50 

CG25 "Diavolo" 

-50 

MC41 "Vesuvio" 

20 

EB32 "Nautilo" 

-99 

Rank Master - 05 

Leonardo 

Pier 

Rat-2 

1620 

40 

1100 

CARR0-H8/6 Body 

-20 

CARR0-6Legs 

43 

LC15 "Tifone" 

10 

PA20 "Comerata" 

0 

EB32 "Nautilo" 

24 

LM15 "Rondine-3" 

18 

Rank Master - 06 

Natalya 

Natasha 

Special-London 

18000 

70 

2400 

KHT-0.279 Body 

50 

KHT-4Legs 

-9 

PPc71 "Cherenkov" 

9 

SV68 "Nikolayev" 

49 

PRK69-4 "Leshy" 

8 

KUV64 "Tunguska" 

-35 

Rank Master - 07 

RoTtEn 

MaLcOlM 

Lizard-3 

3150 

33 

1000 

CARR0-H8/6 Body 

-5 

CARR0-4Wheels 

3 

AMI 7 "Bastoncino" 

24 

LM10 "Sagittario" 

27 

...... 


CA22 "Grandine" 

3 

Rank Master - 08 

Virgil 

Hiram-K 

Bear-3 

12050 

60 

1600 

CARR0-H8/6 Body 

20 

CARR0-4Wheels 

43 

FL30 "Cacciatore" 

31 

U52 "Giavellolto" 

8 

LG28 "Honda" 

-94 

SM26 "Temporale" 

-45 

Rank Master - 09 

Animal 

Sarge4 

Wolf-1 

900 

35 

900 

HARTMAN-IP1 Body 

3 

HARTMAN-Crawler 

-25 

M217 Chain Gun 

13 

M-4 Recoilless Gun 

-53 

M-2 SRAM Launcher 

-36 

M-18 Heavy M.Gun 

-42 

Rank Master -10 

Luigi 

WachsB 

Bear-3 

6000 

40 

1100 

CARR0-H8/6 Body 

-5 

CARR0-4Wheels 

23 

FA12 "Fovilla" 

30 

FA12 "Favilla" 

40 

. 


CA22 "Grandine" 

65 

Rank Master -11 

Alan 

Tin-Tin 

Dog-3 

2110 

45 

1100 

HARTMAN-IP1 Body 

-5 

HARTMAN-4Wheels 

43 

M-4 Recoilless Gun 

-55 

M-7 SRAM Launcher 

11 

M-191 Grenade 

-20 

M-9ASV TP-Missile 

16 

Rank Master -12 

Lucas 

Chani 

Special-World 3 

22500 

75 

3000 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

84 

M-32 Assault Rifle 

-99 

Ml 13 ETC Connon 

-25 

FAE5 "Daisy Bell" 

-99 

M-9ASV TP-Missile 

-50 

Rank Master -13 

Wai-Lun 

Ya-Ya 

Cat-1 

8810 

50 

1400 

PR0T0N-K7P2 Body 

20 

PROTO N-2Legs 

-25 

T67 Grenade M.Gun 

27 

T64 Sawed-off Gun 

5 

. 


T50 Grenade 

56 

Rank Master -14 

Scott 

Jeff 

Wolf-1 

8910 

50 

1200 

PR0T0N-K7P2 Body 

25 

PROTON-HoverJet 

37 

T53 Assault Rifle 

-58 

T53 Assault Rifle 

-73 

T70DL-ASV Missile 

-25 

T66 Anti-SV Rocket 

-39 

Rank Master -15 

Cowboy 

Sarge3 

Bird-4 

3420 

35 

1000 

HARTMAN-IP1 Body 

-4 

HARTMAN-4Legs 

2 

M-32 Assault Rifle 

27 

SV Drill "Sapper" 

-12 

...... 


M2A5 "Chip Killer" 

-12 

Rank Master-16 

Joker 

Sarge2 

Dog-4 

6090 

30 

1000 

HARTMAN-IP1 Body 

12 

HARTMAN-4Legs 

-18 

M-32 Assault Rifle 

50 

M-2019 Commercial 

-32 

M-2 SRAM Launcher 

37 

M2A5 "Chip Killer" 

-32 

Rank Master-17 

Roy 

Nikola 

Special-Nikola 

10000 

75 

2500 

CARR0-H8/6 Body 

50 

CARR0-2Wheels 

6 

FA12 "Fovilla" 

-50 

CG25 "Diavolo" 

25 

SM26 "Temporale" 

35 

MC41 "Vesuvio" 

-99 

Rank Master-18 

Patrick 

Valk 

Wolf-2 

490 

20 

500 

KHT-0.279 Body 

-14 

KHT-4Wheels 

80 

SV68 "Nikolayev" 

-30 

KUV66 "Rousalko" 

0 

. 


EB71 "Sicksa" 

0 

Rank Master -19 

Erich 

U-Fa 

Ape-2 

12050 

60 

1600 

ZWERG-EV.3 Body 

10 

ZWERG-4Legs 

6 

SVabwehr Kanone5 

35 

Raketenkanone6/l 

-15 

Grnnotwerfer8/l 

-84 

Eins LFK System2 

71 

Rank Master - 20 

Penelope 

Parker 

Ape-2 

2110 

45 

1100 

ZWERG-EV.3 Body 

15 

ZWERG-4Wheels 

20 

Maschinengewehrl3 

-5 

SVabwehr Kanone5 

-19 

Eins LFK System2 

-8 

Zwei LFK System5 

30 

Rank Master - 21 

Alfred 

Gustav 

Bird-5 

5940 

45 

1200 

ZWERG-EV.3 Body 

-24 

ZWERG-4Legs 

87 

Maschinenpistolel 7 

-38 

Maschinengewehrl 3 

40 

Grnnotwerfer8/l 

28 

Eins LFK System2 

-39 

Rank Master - 22 

Lucky 

Kid-A 

Bear-2 

3150 

30 

1000 

HARTMAN-IP1 Body 

-50 

HARTMAN-2Legs 

5 

M-32 Assault Rifle 

7 

M-32 Assault Rifle 

10 

M-191 Grenode 

-7 

M-2 SRAM Launcher 

-21 

Rank Master - 23 

Gordon 

Quaser 

Dog-4 

5940 

40 

1200 

KHT-0.279 Body 

25 

KHT-Road Roller 

-22 

SV68 "Nikolayev" 

18 

APG65 "Perun" 

-14 

PRK57-1 "Ovinnik" 

45 

AGK54 "Veles" 

15 

Rank Master - 24 

Kirin 

Saiko 

Special-Saiko 

10000 

70 

2500 

PR0T0N-K7P2 Body 

50 

PROTON-HoverJet 

52 

T67 Grenade M.Gun 

-30 

T62 Samurai Steel 

99 

T66 Anti-SV Rocket 

25 

T70 DL-ASV Missile 

-85 

Rank Master - 25 

Fronco 

Luise 

Lizard-1 

2110 

50 

1100 

CARR0-H8/6 Body 

36 

CARR0-4Wheels 

64 

LM10 "Sagittario" 

-35 

LM10 "Sagittario" 

-41 

MC41 "Vesuvio" 

-47 

EB32 "Noutilo" 

6 

Rank Master - 26 

Carroll 

Toby 

Dolphin 

900 

30 

900 

PR0T0N-K7P2 Body 

0 

PROTO N-3Wheels 

42 

T62 Samurai Steel 

-11 

T67 Grenade M.Gun 

-54 

...... 


. 


Rank Master - 27 

Uhuru 

Mwezi 

Special-Cairo 

18000 

70 

2400 

HARTMAN-IP1 Body 

50 

HARTMAN-Crawler 

-32 

M-4 Recoilless Gun 

99 

M-32 Assault Rifle 

-65 

M-9ASV TP-Missile 

-85 

XPPC "Thunderbird" 

25 



















































CLASS MASTER 4 / SHINJUKU 

Title 

Name 

Chip Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Master - 00 

Hayato 

Taro 

Wolf-1 

3420 

35 

1000 

PR0T0N-K7P2 Body 

-1 

PR0T0N-3Wheels 

20 

T64 Sawed-off Gun 

-1 

T57 Chain Gun 

-2 

T50 Grenade 

0 

T68 E.M.P. Grenade 

-1 

Rank Master - 01 

Hiroshi 

Yomiuri 

Bear-2 

3150 

30 

1000 

CARRO-H8/6 Body 

-25 

CARR0-2Wheels 

17 

LM10 "Sagittario" 

-23 

PA20 "Camerata" 

-16 

EB32 "Nautilo" 

-48 

CA22 "Grandine" 

-13 

Rank Master - 02 

Ayano 

Gamma 

Ape-2 

6090 

40 

1000 

PR0T0N-K7P2 Body 

0 

PR0T0N-4Wheels 

61 

T62 Samurai Steel 

1 

T53 Assault Rifle 

-6 

T57ASV Missile 

14 

T70 DL-ASV Missile 

-12 

Rank Master - 03 

Jasmine 

Nicky 

Dog-4 

6000 

40 

1100 

CARR0-H8/6 Body 

-15 

CARR0-6Wheels 

11 

CG25 "Diavolo" 

3 

AMI 7 "Bastoncino" 

20 

SM26 "Temporale" 

-20 

MC41 "Vesuvio" 

0 

Rank Master - 04 

Shizue 

Karin 

Dog-3 

8810 

50 

1400 

PR0T0N-K7P2 Body 

0 

PR0T0N-4Wheels 

17 

T70MLRS Launcher 

-60 

T57 Chain Gun 

-27 

...... 

_ 

T54 30mm Chain Gun 

-9 

Rank Master - 05 

KiNg-PiN 

StaR-B 

Horse-2 

8910 

45 

1200 

ZWERG-EV.3 Body 

33 

ZWERG-Road Roller 

0 

EMP Lahmung Faust 

43 

Maschinengewehrl 3 

-10 

Granatwerfer8/1 

56 

SVabwehr Kanone7 

22 

Rank Master - 06 

Shujuml 

Arigato 

Bird-7 

6090 

30 

1000 

PR0T0N-K7P2 Body 

5 

PR0T0N-6Legs 

-9 

T48 Machine Pistol 

-30 

T67 Grenade M.Gun 

-6 

T50 Grenade 

25 

T50 Grenade 

3 

Rank Master - 07 

Kamakura 

Baron 

Cat-4 

3420 

30 

1000 

PR0T0N-K7P2 Body 

15 

PR0T0N-2Legs 

-22 

T67 Grenade M.Gun 

8 

T48 Machine Pistol 

-16 

PT Hybrid Armor 

6 

T50 Grenade 

11 

Rank Master - 08 

Molly 

Case 

Ape-2 

12050 

65 

1600 

PR0T0N-K7P2 Body 

25 

PR0T0N-2Legs 

11 

T64 Sawed-off Gun 

-99 

T62 Samurai Steel 

66 

T64 Laser Cannon 

10 

T70 DL-ASV Missile 

15 

Rank Master - 09 

Masaml 

Virginia 

Special-Shinjuku 

18000 

70 

2400 

PR0T0N-K7P2 Body 

50 

PROTON-HoverJet 

99 

T64 Sawed-off Gun 

-35 

T67 Grenade M.Gun 

0 

T70DL-ASV Missile 

-25 

T66 Anti-SV Rocket 

65 

Rank Master -10 

Ikematsu 

Shinbian 

Dog-5 

8810 

55 

1400 

KHT-0.279 Body 

15 

KHT-2Legs 

-21 

PPc71 "Cherenkov" 

6 

KUV66 "Rousalka" 

-5 

AGK54 "Veles" 

-20 

KPb62 "Borisovich" 

6 

Rank Master -11 

YaMaGaTa 

EiGhTy-2 

Dog-2 

2110 

45 

1100 

CARR0-H8/6 Body 

-25 

CARR0-4Wheels 

40 

LC15 "Tifone" 

34 

FA12 "Favilla" 

35 

SM26 "Temporale" 

-13 

LM15 "Rondine-3" 

15 

Rank Master -12 

Takayuki 

Masahiko 

Cat-3 

6000 

45 

1100 

HARTMAN-IP1 Body 

-25 

HARTMAN-Crawler 

-16 

M-2019 Commercial 

13 

M-4 Recoilless Gun 

-10 

M-18 Heavy M.Gun 

38 

M-2 SRAM Launcher 

-25 

Rank Master -13 

YonderB 

Modern 

Horse-1 

2110 

40 

1100 

KHT-0.279 Body 

-11 

KHT-4Legs 

24 

APG65 "Perun" 

-25 

APG65 "Perun" 

41 

KB67 "Krukis" 

-45 

PRK57-1 "Ovinnik" 

11 

Rank Master -14 

Tako-Ka 

MutantHl 

Dog-1 

900 

40 

900 

ZWERG-EV.3 Body 

-10 

ZWERG-2Legs 

-48 

Maschinengewehrl 3 

30 

Schmelzen Faust 

-14 

---- 


Zwei LFK System5 

-17 

Rank Master -15 

DD 

JJ 

Special-JJ 

14500 

40 

2000 

CARRO-H8/6 Body 

50 

eRpLegHolyTwoRoll 

16 

AM17 "Bastoncino" 

50 

CG25 "Diavolo" 

-50 

MC41 "Vesuvio" 

20 

EB32 "Nautilo" 

-99 

Rank Master -16 

Number41 

Doctor 

Shark 

12050 

60 

1600 

M0LNIYA-0.476 Body 

-25 

MOLNIYA-Hover Jet 

0 

SV71-2 "Leonov" 

-50 

LPt70 "Tarkovsky" 

-50 

PRK69-6 "Minsk" 

-50 

KPa68 "Artemyev" 

-50 

Rank Master -17 

Kuro 

Gibson 

Bird-4 

3150 

33 

1000 

PROTON-K7P2 Body 

-15 

PR0T0N-4Wheels 

99 

T67 Grenade M.Gun 

-49 

T64 Sawed-off Gun 

38 

T57ASV Missile 

-38 

T68 E.M.P. Grenade 

-46 

Rank Master -18 

Lazarus 

Pauley 

Lizard-3 

8910 

50 

1200 

KHT-0.279 Body 

-10 

KHT-Road Roller 

23 

PPk51 "Kirsanoff" 

35 

APG65 "Perun" 

75 

PRK57-1 "Ovinnik" 

39 

KB67 "Krukis" 

9 

Rank Master-19 

Roy 

Nikola 

Special-Nikola 

10000 

75 

2500 

CARR0-H8/6 Body 

50 

CARR0-2Wheels 

6 

FA12 "Favilla" 

-50 

CG25 "Diavolo" 

25 

SM26 "Temporale" 

35 

MC41 "Vesuvio" 

-99 

Rank Master - 20 

Armitage 

Finn 

Bear-3 

2110 

40 

1100 

PR0T0N-K7P2 Body 

5 

PR0T0N-6Legs 

-3 

T64 Sawed-off Gun 

23 

T4B Machine Pistol 

-24 

...... 

_ 

T57ASV Missile 

16 

Rank Master - 21 

Tal-Bai 

Miao-Lin 

Special-Hong Kong 

18000 

70 

2400 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

8 

SV Drill "Sapper" 

89 

M30A6"Hedgehog" 

-40 

FAE5 "Daisy Bell" 

-99 

M2A5 "Chip Killer" 

-99 

Rank Master - 22 

Masayukl 

Happy 

Fish-2 

900 

30 

900 

PR0T0N-K7P2 Body 

-8 

PR0T0N-3Wheels 

27 

T67 Grenade M.Gun 

-24 

T48 Machine Pistol 

-6 

T54 30mm Chain Gun 

-23 

PT Hybrid Armor 

0 

Rank Master - 23 

ChiP 

CaPsUlE 

Rabbit-2 

5940 

40 

1200 

HARTMAN-IP1 Body 

6 

HARTMAN-6Wheels 

0 

M217 Chain Gun 

-20 

M-32 Assault Rifle 

22 

M-191 Grenade 

-12 

M-9ASV TP-Missile 

9 

Rank Master - 24 

Lucas 

Cbani 

Special-World 3 

22500 

75 

3000 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

84 

M-32 Assault Rifle 

-99 

Ml 13 ETC Cannon 

-25 

FAE5 "Daisy Bell" 

-99 

M-9ASV TP-Missile 

-50 

Rank Master - 25 

Maelcum 

Garvey 

Dog-1 

5940 

45 

1200 

CARR0-H8/6 Body 

43 

CARR0-6Wheels 

38 

FA12 "Favilla" 

85 

AMI 7 "Bastoncino" 

66 

EB32 "Nautilo" 

-99 

LM15 "Rondine-3" 

-73 

Rank Master - 26 

Kel 

SyO-TaRo 

Turtle 

2110 

55 

1100 

PR0T0N-K7P2 Body 

21 

PROTON-HoverJet 

44 

T48 Machine Pistol 

-51 

T66 C02 Laser Gun 

-2 

T66 Anti-SV Rocket 

-26 

T50 Grenade 

-49 

Rank Master - 27 

Kirin 

Saiko 

Special-Saiko 

10000 

70 

2500 

PROTON-K7P2 Body 

50 

PROTON-HoverJet 

52 

T67 Grenade M.Gun 

-30 

T62 Samurai Steel 

99 

T66 Anti-SV Rocket 

25 

T70 DL-ASV Missile 

-85 



















































CLASS MASTER 5 / HONG KONG 

Title Name 

Chip Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Master - 00 

Masami 

Virginia 

Special-Shinjuku 

18000 

70 

2400 

PR0T0N-K7P2 Body 

50 

PROTON-HoverJet 

99 

T64 Sawed-off Gun 

-35 

T67 Grenade M.Gun 

0 

T70 DL-ASV Missile 

-25 

T66 Anti-SV Rocket 

65 

Rank Master - 01 

Lema 

Krakow 

Lion-1 

12050 

60 

1600 

KHT-0.279 Body 

15 

KHT-2Wheels 

21 

KUV66 "Rousalka" 

25 

PPk51 "Kirsanoff" 

-45 

KB67 "Krukis" 

-22 

PRK69-4 "Leshy" 

12 

Rank Master - 02 

Nikolai 

Barnet 

Dog-2 

6090 

40 

1000 

KHT-0.279 Body 

8 

KHT-4Wheels 

-10 

KUV66 "Rousalka" 

33 

SV68 "Nikolayev" 

-21 

...... 


PRK57-1 "Ovinnik" 

-34 

Rank Master - 03 

Love 

Mr jry 

Dog-5 

6000 

40 

1100 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

2 

Schmelzen Faust 

48 

Maschinengewehrl 3 

-29 

Granatwerfer8/1 

-50 

RoketenwerferlO 

-24 

Rank Master - 04 

Nikoioi 

Barnet 

Sheep-2 

5940 

40 

1200 

KHT-0.279 Body 

8 

KHT-4Wheels 

-10 

KUV66 "Rousalka" 

33 

SV68 "Nikolayev" 

-21 

...... 


PRK57-1 "Ovinnik" 

-34 

Rank Master - 05 

Kenichi 

Yumi 

Dog-3 

900 

35 

900 

KHT-0.279 Body 

-10 

KHT-Road Roller 

-26 

APG65 "Perun" 

46 

APG65 "Perun" 

66 

KB67 "Krukis" 

-19 

EB71 "Sicksa" 

23 

Rank Master - 06 

Tao-Gu 

Ma-Fu 

Fish-1 

1620 

50 

1100 

CARR0-H8/6 Body 

6 

CARR0-4Legs 

-20 

LC15 "Tifone" 

23 

LM10 "Sagittario" 

31 

LG28 "Fionda" 

-49 

LG28 "Fionda" 

39 

Rank Master - 07 

Ho-Pin 

Mi-So 

Giraffe 

3420 

35 

1000 

CARR0-H8/6 Body 

-1 

CARR0-2Wheels 

57 

AM17"Bastoncino" 

-2 

FA12 "Favilla" 

-28 

LM15 "Rondine-3" 

-31 

MC41 "Vesuvio" 

43 

Rank Master - 08 

Charlie 

Algernon 

Rat-1 

9120 

45 

2500 

ZWERG-EV.3 Body 

50 

ZWERG-4Baller 

76 

Schmelzen Faust 

50 

Raketenkanone6/l 

-80 

Zwei LFK System5 

25 

EMP Granatwerfer 

-99 

Rank Master - 09 

Cho-#l 

Morgan 

Bird-4 

900 

30 

900 

KHT-0.279 Body 

-27 

KHT-4Legs 

2 

SV68 "Nikolayev" 

-60 

CP42 "Gobalevsky" 

-13 

EB71 "Sicksa" 

-11 

AGK54 "Veles" 

-18 

Rank Master-10 

Natsuro 

Poo 

Rat-1 

12050 

60 

1600 

ARDIT0-H8M Body 

-25 

ARDIT0-2Legs 

0 

FL32 "Fragore" 

-50 

CG30 "Vampiro" 

-50 

MC42 "Stromboli" 

-50 

SM27 "Uragano" 

-50 

Rank Master -11 

Number42 

Doctor 

Tiger 

8810 

50 

1400 

KHT-0.279 Body 

0 

KHT-4Wheels 

24 

SV68 "Nikolayev" 

8 

KUV66 "Rousalka" 

-50 

PRK69-4 "Leshy" 

-41 

KPb62 "Borisovich" 

-27 

Rank Master -12 

Yulian 

Tejkh 

Dog-1 

3420 

30 

1000 

KHT-0.279 Body 

-30 

KHT-Single Bailer 

81 

APG65 "Perun" 

-71 

CP42 "Gobalevsky" 

-69 

PRK57-1 "Ovinnik" 

0 

PRK57-1 "Ovinnik" 

5 

Rank Master -13 

Siu-Wong 

Lao-Tao 

Shark 

3150 

35 

1000 

ZWERG-EV.3 Body 

-25 

ZWERG-4Wheels 

0 

Schmelzen Faust 

23 

Maschinengewehrl 3 

-50 

Eins LFK System2 

-20 

...... 


Rank Master -14 

Dante 

Luca 

Shark 

8910 

50 

1200 

CARR0-H8/6 Body 

50 

CARR0-2Legs 

37 

LM10 "Sagittario" 

-32 

CG25 "Diavolo" 

44 

MC41 "Vesuvio" 

-45 

EB32 "Nautilo" 

-35 

Rank Master -15 

Kenji 

Saitama 

Bird-5 

1620 

50 

1100 

PR0T0N-K7P2 Body 

12 

PROTO N-3Wheels 

43 

T48 Machine Pistol 

-43 

T67 Grenade M.Gun 

-46 

T54 30mm Chain Gun 

2 

T54 30mm Chain Gun 

-41 

Rank Master-16 

Tai-Bai 

Miao-Lin 

Special-Hong Kong 

18000 

70 

2400 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

8 

SV Drill "Sapper" 

89 

M30A6 "Hedgehog" 

-40 

FAE5 "Daisy Bell" 

-99 

M2A5 "Chip Killer" 

-99 

Rank Master-17 

Tarasov 

Jacobs 

Dog-3 

8910 

50 

1200 

KHT-0.279 Body 

4 

KHT-4Legs 

-7 

PPk51 "Kirsanoff" 

15 

KPk54 "Kuznetsov" 

41 

EB71 "Sicksa" 

27 

PRK57-1 "Ovinnik" 

-42 

Rank Master-18 

Wing-Lok 

Yu-Lin 

Sheep-2 

6090 

45 

1000 

HARTMAN-IP1 Body 

2 

HARTMAN-4Wheels 

3 

M-32 Assault Rifle 

34 

SV Drill "Sapper" 

23 

...... 


M-191 Grenade 

-42 

Rank Master -19 

Lucas 

Chani 

Special-World 3 

22500 

75 

3000 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

84 

M-32 Assault Rifle 

-99 

Ml 13 ETC Cannon 

-25 

FAE5 "Daisy Bell" 

-99 

M-9ASV TP-Missile 

-50 

Rank Master - 20 

George 

Cecily 

Bird-5 

1620 

45 

1100 

KHT-0.279 Body 

7 

KHT-Road Roller 

-46 

SV68 "Nikolayev" 

37 

SV68 "Nikolayev" 

-34 

PRK57-1 "Ovinnik" 

-8 

AGK70"Dogoda" 

16 

Rank Master - 21 

Chia 

Zona 

Rabbit-2 

6000 

40 

1100 

CARR0-H8/6 Body 

-15 

CARR0-2Legs 

-8 

CG25 "Diavolo" 

-21 

CG25 "Diavolo" 

-15 

SM26 "Temporale" 

-15 

EB32 "Nautilo" 

6 

Rank Master - 22 

DD 

JJ 

Special-JJ 

14500 

40 

2000 

CARR0-H8/6 Body 

50 

eRpLegHolyTwoRoll 

16 

AM17 "Bastoncino" 

50 

CG25 "Diavolo" 

-50 

MC41 "Vesuvio" 

20 

EB32 "Nautilo" 

-99 

Rank Master - 23 

Fei-Hung 

Bao-Dan 

Dog-5 

1620 

45 

1100 

PR0T0N-K7P2 Body 

9 

PROTO N-4Legs 

-8 

T53 Assault Rifle 

19 

T53 Assault Rifle 

8 

T57ASV Missile 

-35 

T50 Grenade 

-7 

Rank Master - 24 

Gina 

Oriente 

Horse-3 

5940 

45 

1200 

CARR0-H8/6 Body 

-20 

CARR0-2Wheels 

47 

FA12 "Favilla" 

-41 

FL30 "Cacciatore" 

44 

AC44 "Difesa" 

-41 

...... 


Rank Master - 25 

MotoO 

Phizwhiz 

Special-Phizwhiz 

9120 

45 

2500 

KHT-0.279 Body 

50 

KHT-4Legs 

17 

SV68 "Nikolayev" 

55 

PRK69-2 "Polevik" 

25 

KUV64 "Tunguska" 

5 

AGK70 "Dogoda" 

-85 

Rank Master - 26 

Mei-Mei 

Pei-Ling 

Dog-4 

3150 

30 

1000 

PR0T0N-K7P2 Body 

-15 

PROTO N-4Legs 

0 

T48 Machine Pistol 

-50 

T48 Machine Pistol 

48 

T50 Grenade 

-13 

T68 E.M.P. Grenade 

-43 

Rank Master - 27 

Smith 

Yarol 

Lizard-3 

8810 

55 

1400 

PR0T0N-K7P2 Body 

25 

PROTO N-6Legs 

5 

T62 Samurai Steel 

75 

T53 Assault Rifle 

-64 

T57ASV Missile 

16 

T66 Anti-SV Rocket 

13 





















































CLASS MASTER 6 /STUTTGART 

Title Name 

Chip Name 

Chip Type 

Prize 

1x10) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Master - 00 

Oily 

Boeheim 

Rat-1 

900 

30 

900 

ZWERG-EV.3 Body 

-25 

ZWERG-2Wheels 

75 

Maschinenpistolel 7 

-33 

Maschinengewehrl 3 

23 

Granalwerfer8/1 

-14 

Zwei LFK System5 

-14 

Rank Master - 01 

Schulze 

Ulmer 

Cat-1 

1620 

50 

1100 

ZWERG-EV.3 Body 

44 

ZWERG-4Wheels 

71 

SVabwehr Kanone5 

58 

Maschinengewehrl 3 

-58 

EMP Granatwerfer 

-42 

Eins LFK System2 

81 

Rank Master - 02 

LuNa 

GaRnleR 

Ape-1 

3150 

30 

1000 

KHT-0.279 Body 

20 

KHT-4Wheels 

-34 

KUV66 "Rousalka" 

22 

APG65 "Perun" 

30 

...... 


EB71 "Sicksa" 

-25 

Rank Master - 03 

Lang 

Thea 

Dog-3 

12050 

65 

1600 

ZWERG-EV.3 Body 

25 

ZWERG-4Legs 

-17 

Raketenkanone6/l 

-14 

Maschinenpistolel 7 

-99 

SVabwehr Kanone7 

0 

Granatwerfer8/1 

-99 

Rank Master - 04 

Gunther 

Freund 

Dog-5 

6090 

40 

1000 

ZWERG-EV.3 Body 

-12 

ZWERG-2Legs 

29 

Jagdgewehr6 

40 

Maschinengewehrl 3 

-15 

Granalwerfer8/1 

-21 

EMP Granatwerfer 

26 

Rank Master - 05 

Maria 

Rudolf 

Special-Sttutgart 

18000 

70 

2400 

ZWERG-EV.3 Body 

50 

ZWERG-4Legs 

94 

Jagdgewehr6 

-20 

Raketenkanone6/l 

-99 

Zwei LFK System5 

-55 

SVabwehr Kanone7 

5 

Rank Master - 06 

Aenne 

Hunte 

Tiger 

8810 

55 

1400 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

35 

SVabwehr Kanone5 

-4 

EMB Karabiner9/8 

19 

Zwei LFK System5 

5 

Granatwerfer8/1 

-89 

Rank Master - 07 

Natalya 

Natasha 

Special-London 

18000 

70 

2400 

KHT-0.279 Body 

50 

KHT-4Legs 

-9 

PPc71 "Cherenkov" 

9 

SV68 "Nikolayev" 

49 

PRK69-4 "Leshy" 

8 

KUV64 "Tunguska" 

-35 

Rank Master - 08 

Number40 

Doctor 

Cat-1 

6000 

40 

1100 

PR0T0N-K7P2Body 

30 

PR0T0N-3Wheels 

8 

T53 Assault Rifle 

25 

T53 Assault Rifle 

5 

T50 Grenade 

42 

T54 30mm Chain Gun 

0 

Rank Master - 09 

MaryAnne 

Giant 

Dog-5 

3420 

30 

1000 

HARTMAN-IP1 Body 

24 

HARTMAN-2Legs 

10 

M217 Chain Gun 

-32 

M-2019 Commercial 

41 

M-9ASV TP-Missile 

-45 

M-2 SRAM Launcher 

-39 

Rank Master -10 

DD 

JJ 

Special-JJ 

14500 

40 

2000 

CARRO-H8/6 Body 

50 

eRpLegHolyTwoRoll 

16 

AMI 7 "Basloncino" 

50 

CG25 "Diavolo" 

-50 

MC41 "Vesuvio" 

20 

EB32 "Nautilo" 

-99 

Rank Master -11 

Alfred 

Gustav 

Horse-1 

1620 

45 

1100 

ZWERG-EV.3 Body 

-24 

ZWERG-4Legs 

87 

Maschinenpistolel 7 

-38 

Maschinengewehrl 3 

40 

Granalwerfer8/1 

28 

Eins LFK System2 

-39 

Rank Master -12 

Georg 

No.11811 

Bird-7 

3420 

35 

1000 

ZWERG-EV.3 Body 

-28 

ZWERG-Road Roller 

-3 

Maschinenpistolel 7 

-10 

EMP Lahmung Faust 

-13 

Eins LFK System2 

-17 

Granatwerfer8/1 

-19 

Rank Master -13 

MotoO 

Phizwhiz 

Special-Phizwhiz 

9120 

45 

2500 

KHT-0.279 Body 

50 

KHT-4Legs 

17 

SV68 "Nikolayev" 

55 

PRK69-2 "Polevik" 

25 

KUV64 "Tunguska" 

5 

AGK70"Dogoda" 

-85 

Rank Master -14 

Yelena 

Milena 

Bear-3 

6000 

45 

1100 

KHT-0.279 Body 

-5 

KHT-2Legs 

-2 

KPk54 "Kuznetsov" 

-18 

KUV66 "Rousalka" 

36 

KB67 "Krukis" 

-45 

KPb62 "Borisovich" 

32 

Rank Master -15 

Pamela 

Qint 

Lion-2 

1620 

50 

1100 

PR0T0N-K7P2Body 

35 

PR0T0N-4Wheels 

13 

T62 Samurai Steel 

32 

T53 Assault Rifle 

11 

T57ASV Missile 

-7 

T68 E.M.P. Grenade 

-40 

Rank Master -16 

Schulze 

Ulmer 

Ape-2 

8910 

50 

1200 

ZWERG-EV.3 Body 

44 

ZWERG-4Wheels 

71 

SVabwehr Kanone5 

58 

Maschinengewehrl 3 

-58 

EMP Granatwerfer 

-42 

Eins LFK System2 

81 

Rank Master -17 

Nick-G 

Horace 

Bird-1 

6090 

40 

1000 

HARTMAN-IP1 Body 

0 

HARTMAN-2Wheels 

74 

M-7 SRAM Launcher 

-17 

M-32 Assault Rifle 

-11 

M-2 SRAM Launcher 

-18 

. 


Rank Master -18 

Myles 

Brown 

Rabbit-1 

3150 

35 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-4Wheels 

17 

Schmelzen Faust 

23 

Jagdgewehr6 

-12 

Eins LFK System2 

20 

. 


Rank Master -19 

Wen-hai 

Feng 

Horse-3 

1620 

40 

1100 

PR0T0N-K7P2Body 

-9 

PR0T0N-2Legs 

41 

T62 Samurai Steel 

-13 

T70MLRS Launcher 

22 

T66 Anti-SV Rocket 

14 

. 


Rank Master - 20 

Purcell 

Streiter 

Tiger 

900 

30 

900 

HARTMAN-IP1 Body 

-11 

HARTMAN-6Wheels 

0 

M-2019 Commercial 

-14 

SV Drill "Sapper" 

-6 

...... 


MC Composite Armor 

0 

Rank Master - 21 

Kenji 

Saitama 

Bird-1 

8910 

50 

1200 

PR0T0N-K7P2Body 

60 

PR0T0N-3Wheels 

43 

T48 Machine Pistol 

-99 

T67 Grenade M.Gun 

46 

T54 30mm Chain Gun 

-47 

T54 30mm Chain Gun 

-41 

Rank Master - 22 

Lars 

Lilo 

Wolf-2 

8810 

50 

1400 

HARTMAN-IP1 Body 

0 

HARTMAN-6Wheels 

-8 

M30A6 "Hedgehog" 

30 

M-2019 Commercial 

-46 

M-191 Grenade 

-58 

M-9ASV TP-Missile 

53 

Rank Master - 23 

Hide 

Toshi 

Fish-2 

12050 

60 

1600 

ELINT-Re-K9E2 Body 

-50 

ELINT-Re-4Wheels 

0 

T71 Pulse Laser 

-50 

T68 Gatling Gun 

-50 

T60 35mm Chain Gun 

-50 

T64 Anti-SV CKEM 

-50 

Rank Master - 24 

Ernst 

Irmen 

Ape-1 

5940 

50 

1200 

ZWERG-EV.3 Body 

37 

ZWERG-4Wheels 

10 

SVabwehr Kanone5 

-13 

Schmelzen Faust 

-30 

EMP Granatwerfer 

-1 

EMP Granatwerfer 

33 

Rank Master - 25 

Charlie 

Algernon 

Rat-1 

9120 

45 

2500 

ZWERG-EV.3 Body 

50 

ZWERG-4Baller 

76 

Schmelzen Faust 

50 

Raketenkanone6/l 

-80 

Zwei LFK System5 

25 

EMP Granatwerfer 

-99 

Rank Master - 26 

Yan-Fei 

Shantou 

Dog-3 

5940 

50 

1200 

PR0T0N-K7P2Body 

20 

PR0T0N-2Legs 

-7 

T64 Sawed-off Gun 

-28 

T67 Grenade M.Gun 

-22 

...... 


T54 30mm Chain Gun 

18 

Rank Master - 27 

Lucas 

Chani 

Special-World 3 

22500 

75 

3000 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

84 

M-32 Assault Rifle 

-99 

Ml 13 ETC Cannon 

-25 

FAE5 "Daisy Bell" 

-99 

M-9ASV TP-Missile 

-50 



















































CLASS MASTER 7 / CAIRO 

Title 

Name 

Chip Name 

Chip Type 

Prize 

(xlO) 

Lv. 

Base 

Exp. 

Body 

Lv. 

Leg 

Lv. 

Right Arm 

Lv. 

Left Arm 

Lv. 

Right Shoulder 

Lv. 

Left Shoulder 

Lv. 

Rank Master - 00 

Ndemi 

Kamari 

Bird-5 

3150 

30 

1000 

ZWERG-EV.3 Body 

-15 

ZWERG-2Legs 

-50 

Maschinengewehrl 3 

25 

Maschinengewehrl 3 

47 

EMP Granatwerfer 

-26 

...... 


Rank Master - 01 

S-Hulud 

Leto-2 

Cat-1 

8910 

55 

1200 

KHT-0.279 Body 

28 

KHT-Road Roller 

-24 

CP42 "Gobalevsky" 

51 

SV68 "Nikolayev" 

28 

PRK57-1 "Ovinnik" 

35 

EB71 "Sicksa" 

-68 

Rank Master - 02 

BlueStar 

Eliza 

Bird-2 

8810 

55 

1400 

CARR0-H8/6 Body 

10 

CARR0-6Wheels 

-18 

FA12 "Favilla" 

25 

AMI 7 "Bastoncino" 

56 

LG28 "Fionda" 

-32 

MC41 "Vesuvio" 

15 

Rank Master - 03 

Vadim 

Andrews 

Sheep-2 

3420 

30 

1000 

KHT-0.279 Body 

-34 

KHT-2Wheels 

23 

PRK69-2 "Polevik" 

6 

PRK69-2 "Polevik" 

9 

PRK57-1 "Ovinnik" 

-8 

KB67 "Krukis" 

-25 

Rank Master • 04 

Muad-Dib 

Alicia 

Lion-1 

12050 

65 

1600 

ZWERG-EV.3 Body 

0 

ZWERG-4Wheels 

-5 

EMP Lahmung Foust 

86 

Maschinengewehrl 3 

15 

Zwei LFK System5 

25 

EMP Granatwerfer 

-50 

Rank Master - 05 

Lyudmila 

Marcus 

Cat-3 

900 

30 

900 

KHT-0.279 Body 

32 

KHT-2Legs 

8 

PPk51 "Kirsanoff" 

-36 

PRK69-2 "Polevik" 

-46 

KB67 "Krukis" 

0 

AGK70 "Dogoda" 

0 

Rank Master - 06 

Chris-K 

Clooney 

Dog-2 

12050 

60 

1600 

KHT-0.279 Body 

10 

KHT-Road Roller 

1 

KUV66 "Rousalka" 

35 

SV68 "Nikolayev" 

37 

KUV64 "Tunguska" 

25 

KPb62 "Borisovich" 

-72 

Rank Master - 07 

Issay 

Graham 

Wolf-2 

6090 

45 

1000 

CARR0-H8/6 Body 

35 

CARR0-2Legs 

-29 

FA12 "Favilla" 

-15 

FA12 "Favilla" 

6 

LG28 "Fionda" 

-58 

LG28 "Fionda" 

0 

Rank Master - 08 

Lucas 

Chani 

Special-World 3 

22500 

75 

3000 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

84 

M-32 Assault Rifle 

-99 

Ml 13 ETC Cannon 

-25 

FAE5 "Daisy Bell" 

-99 

M-9ASV TP-Missile 

-50 

Rank Master - 09 

Charlie 

Algernon 

Rat-1 

9120 

45 

2500 

ZWERG-EV.3 Body 

50 

ZWERG-4Baller 

76 

Schmelzen Faust 

50 

Raketenkanone6/l 

-80 

Zwei LFK System5 

25 

EMP Granatwerfer 

-99 

Rank Master-10 

Racer 

Tati 

Lion-1 

3420 

35 

1000 

CARRO-H8/6 Body 

28 

CARR0-2Legs 

-25 

FA12 "Favilla" 

-35 

FA12 "Favilla" 

-26 

LG28 "Fionda" 

-49 

LG28 "Fionda" 

12 

Rank Master -11 

Rabban 

Mentat 

Lizard-1 

1620 

45 

1100 

CARR0-H8/6 Body 

-39 

CARR0-4Wheels 

27 

CG25 "Diavolo" 

24 

CG25 "Diavolo" 

-34 

MC41 "Vesuvio" 

-15 

MC41 "Vesuvio" 

-46 

Rank Master-12 

Ardath 

Kharis 

Cat-3 

6000 

40 

1100 

ZWERG-EV.3 Body 

-15 

ZWERG-4Legs 

-2 

Schmelzen Faust 

40 

EMP Lahmung Faust 

-35 

Zwerg K-Panzerung 

0 

Maschinengewehr9 

25 

Rank Master -13 

Viola 

Anatoli 

Cat-2 

5940 

40 

1200 

KHT-0.279 Body 

30 

KHT-Single Bailer 

43 

KPk54 "Kuznetsov" 

-43 

APG65 "Perun" 

-31 

AGK54 "Veles" 

32 

AGK54 "Veles" 

2 

Rank Master-14 

Stitch 

Ginn 

Fish-2 

900 

35 

900 

CARR0-H8/6 Body 

19 

CARR0-2Legs 

-16 

FA12 "Favilla" 

-36 

FA12 "Favilla" 

-15 

LG28 "Fionda" 

-2 

LG28 "Fionda" 

6 

Rank Master -15 

Baron-H 

Alia 

Lizard-1 

2110 

45 

1100 

CARR0-H8/6 Body 

-8 

CARR0-6Wheels 

18 

FA12 "Favilla" 

40 

LM10 "Sagittario" 

34 

SM26 "Temporale" 

-55 

LMl 5 "Rondine-3" 

-2 

Rank Master-16 

Maria 

Rudolf 

Special-Sttutgart 

18000 

70 

2400 

ZWERG-EV.3 Body 

50 

ZWERG-4Legs 

94 

Jagdgewehr6 

-20 

Raketenkanone6/l 

-99 

Zwei LFK System5 

-55 

SVabwehr Kanone7 

5 

Rank Master-17 

DD 

JJ 

Special-JJ 

14500 

40 

2000 

CARR0-H8/6 Body 

50 

eRpLegHolyTwoRoll 

16 

AM17 "Bastoncino" 

50 

CG25 "Diavolo" 

-50 

MC41 "Vesuvio" 

20 

EB32 "Nautilo" 

-99 

Rank Master-18 

Nikolai 

Barnet 

Tiger 

6090 

40 

1000 

KHT-0.279 Body 

8 

KHT-4Wheels 

-10 

KUV66 "Rousalka" 

33 

SV68 "Nikolayev" 

-21 

...... 


PRK57-1 "Ovinnik" 

-34 

Rank Master -19 

Stilgar 

Fedaykin 

Rabbit-1 

5940 

45 

1200 

PR0T0N-K7P2 Body 

5 

PROTO N-6Legs 

1 

T62 Samurai Steel 

-17 

T64 Sawed-off Gun 

-28 

T50 Grenade 

-35 

T68 E.M.P. Grenade 

-28 

Rank Master - 20 

Kris-K 

Donatas 

Dog-5 

8810 

50 

1400 

KHT-0.279 Body 

20 

KHT-4Wheels 

10 

PPc71 "Cherenkov" 

25 

APG65 "Perun" 

22 

KUV64 "Tunguska" 

-60 

PRK69-4 "Leshy" 

-36 

Rank Master - 21 

Sherine 

Naeem 

Lizard-3 

3150 

35 

1000 

KHT-0.279 Body 

-5 

KHT-2Legs 

12 

CP42 "Gobalevsky" 

25 

SV68 "Nikolayev" 

-10 

PRK57-1 "Ovinnik" 

29 

KPb62 "Borisovich" 

16 

Rank Master - 22 

MotoO 

Phizwhiz 

Special-Phizwhiz 

9120 

45 

2500 

KHT-0.279 Body 

50 

KHT-4Legs 

17 

SV68 "Nikolayev" 

55 

PRK69-2 "Polevik" 

25 

KUV64 "Tunguska" 

5 

AGK70"Dogoda" 

-85 

Rank Master - 23 

Uhuru 

Mwezi 

Special-Cairo 

18000 

70 

2400 

HARTMAN-IP1 Body 

50 

HARTMAN-Crawler 

-32 

M-4 Recoilless Gun 

99 

M-32 Assault Rifle 

-65 

M-9ASV TP-Missile 

-85 

XPPC "Thunderbird" 

25 

Rank Master - 24 

PerkyPat 

Connie 

Shark 

6000 

40 

1100 

HARTMAN-IP1 Body 

-15 

HARTMAN-2Legs 

-2 

M-4 Recoilless Gun 

18 

M-7 SRAM Launcher 

-18 

M-2 SRAM Launcher 

25 

M2A5 "Chip Killer" 

49 

Rank Master - 25 

Tarasov 

Jacobs 

Bird-5 

8910 

50 

1200 

KHT-0.279 Body 

4 

KHT-4Legs 

-7 

PPk51 "Kirsanoff" 

15 

KPk54 "Kuznetsov" 

41 

EB71 "Sicksa" 

27 

PRK57-1 "Ovinnik" 

-42 

Rank Master - 26 

Pat 

Squier 

Dog-5 

1620 

40 

1100 

ZWERG-EV.3 Body 

7 

ZWERG-2Legs 

11 

Schmelzen Faust 

-32 

Maschinengewehrl 3 

-17 

Roketenwerferl 0 

23 

Eins LFK System2 

-43 

Rank Master - 27 

Schulze 

Ulmer 

Wolf-2 

2110 

50 

1100 

ZWERG-EV.3 Body 

37 

ZWERG-4Wheels 

10 

SVabwehr Kanone5 

-13 

Schmelzen Faust 

-30 

EMP Granatwerfer 

-1 

EMP Granatwerfer 

33 



















































Lv. Right Arm Lv. 


Left Arm 


Lv. Right Shoulder Lv. Left Shoulder Lv. 


World 1st Runker 

Bogeyman 

JOL 

Special-World 1 

45000 

90 

5000 

ELINT-Re-K9E2 Body 

0 

ELINT-Re-4Wheels 

0 

T71 Pulse Laser 

0 

T68 Gatling Gun 

0 

T60 35mm Chain Gun 

0 

T64 Anti-SV CKEM 

0 

World 2nd Ranker 

Lynx 

Helix 

Special-World 2 

30000 

80 

3500 

M0LNIYA-0.476 Body 

0 

MOLNIYA-Hover Jet 

0 

SV71-2 "Leonov" 

0 

LPI70 "Tarkovsky" 

0 

PRK69-6 "Minsk" 

0 

KPa68 "Artemyev" 

0 

World 3rd Ranker 

Lucas 

Chani 

Special-World 3 

22500 

75 

3000 

HARTMAN-IP1 Body 

50 

HARTMAN-4Wheels 

84 

M-32 Assault Rifle 

-99 

Ml 13 ETC Cannon 

-25 

FAE5 "Daisy Bell" 

-99 

M-9ASV TP-Missile 

-50 


Enemy 

Embryo 

Anima 

Special-Anima 

360 

20 

700 

CARRO-H8/6 Body 

-16 

CARR0-2Wheels 

41 

FA12 "Favilla" 

-5 

LC15 "Tifone" 

-15 

LM15 "Rondine-3" 

-30 

CA22 "Grandine" 

-40 

Enemy 

Embryo 

Anima 

Special-Anima 

810 

30 

800 

CARRO-H8/6 Body 

14 

CARR0-4Wheels 

35 

FA12 "Favilla" 

25 

LM10 "Sagittario" 

-60 

SM26 "Temporale" 

-15 

CA22 "Grandine" 

-75 

Enemy 

Embryo 

Anima 

Special-Anima 

1620 

40 

900 

CARRO-H8/6 Body 

40 

CARR0-4Wheels 

90 

LA52 "Giavellotto" 

-15 

LM10 "Sagittario" 

-90 

SM26 "Temporale" 

-15 

CA22 "Grandine" 

-99 

Enemy 

Sin 

Iskur 

Special-lskur 

1620 

40 

900 

KHT-0.279 Body 

-9 

KHT-Single Bailer 

25 

SV68 "Nikolayev" 

33 

KPk54 "Kuznetsov" 

-21 

AGK70 "Dogoda" 

-60 

EB71 "Sicksa" 

-59 

Enemy 

Flint 

Rock 

Special-Rock 

810 

20 

800 

KHT-0.279 Body 

-3 

KHT-Road Roller 

-20 

KUV66"Rousalka" 

-26 

APG65 "Perun" 

43 

PRK57-1 "Ovinnik" 

46 

PRK57-1 "Ovinnik" 

-16 

Enemy 

Skein 

Sergeant 

Special-Sergeant 

1620 

40 

900 

ZWERG-EV.3 Body 

-30 

ZWERG-4Legs 

0 


-97 

Schmelzen Faust 

37 

RaketenwerferlO 

-74 

Zwei LFK SystemS 

-49 

Enemy 

DD 

JJ 

Special-JJ 

14500 

40 

2000 

CARRO-H8/6 Body 

50 

eRpLegHolyTwoRoll 

16 

AMI 7 "Bastonano" 

50 

CG25 "Diovolo" 

-50 

MC41 "Vesuvio" 

20 

EB32 "Nautilo" 

-99 


Crasher 00 

Roy 

Nikola 

Special-Nikola 

10000 

75 

2500 

CARRO-H8/6 Body 

50 

CARR0-2Wheels 

6 

FA12 "Favilla" 

-50 

CG25 "Diavolo" 

25 

SM26 "Temporale" 

35 

MC41 "Vesuvio" 

-99 

Crasher 01 

MotoO 

Phizwhiz 

Special-Phizwhiz 

9120 

45 

2500 

KHT-0.279 Body 

50 

KHT-4Legs 

17 

SV68 "Nikolayev" 

55 

PRK69-2 "Polevik" 

25 

KUV64 "Tunguska" 

5 

AGK70 "Dogoda" 

-85 

Crasher 02 

Charlie 

Algernon 

Rat-1 

9120 

45 

2500 

ZWERG-EV.3 Body 

50 

ZWERG-4Baller 

76 

Schmelzen Faust 

50 

Raketenkanone6/l 

-80 

Zwei LFK SystemS 

25 

EMP Granatwerfer 

-99 

Crasher 03 

Kirin 

Saiko 

Special-Saiko 

10000 

70 

2500 

PR0T0N-K7P2 Body 

50 

PROTON-HoverJel 

52 

T67 Grenade-Gun 

-30 

T62 Samurai Steel 

99 

T66 Anti-SV Rocket 

25 

T70 DL-ASV Missile 

-85 

Crasher 04 

Natsuro 

Poo 

Cat-2 

2700 

15 

2100 

ARDIT0-H8M Body 

-25 

ARDIT0-2Legs 

0 

FL32 "Fragore" 

-25 

CG30 "Vampiro" 

-25 

MC42 "Stromboli" 

-25 

SM27 "Uragano" 

-25 

Crasher 05 

Natsuro 

Poo 

Cat-2 

2700 

25 

2100 

PR0T0N-K7P2 Body 

25 

PROTON-HoverJel 

-2 

T66C02 Laser Gun 

-50 

T62 Samurai Steel 

25 

T70 DL-ASV Missile 

-25 

T68 E.M.P. Grenade 

-65 

Crasher 06 

Natsuro 

Poo 

Cat-2 

2250 

50 

1200 

KHT-0.279 Body 

25 

KHT-4Legs 

-11 

PPC71 "Cherenkov" 

40 

PRK69-2 "Polevik" 

20 

AGK70 "Dogoda" 

-75 

PRK69-4 "Leshy" 

15 

Crasher 07 

Natsuro 

Poo 

Cat-2 

2250 

50 

1200 

CARRO-H8/6 Body 

25 

CARR0-6Wheels 

-12 

LA52 "Giavellotto" 

-25 

FL30 "Cacciatore" 

25 

MC41 "Vesuvio" 

-65 

EB32 "Nautilo" 

-25 

Crasher 08 

Natsuro 

Poo 

Cat-2 

2250 

50 

1200 

ZWERG-EV.3 Body 

0 

ZWERG-Road Roller 

0 


-30 

Schmelzen Faust 

65 

SVabwehr Kanone7 

15 

Zwei LFK SystemS 

-35 

Crasher 09 

Natsuro 

Poo 

Cat-2 

2250 

50 

1200 

HARTMAN-IP1 Body 

25 

HARTMAN-Crawler 

-27 

eRpArmAeronDrill 

50 

M-4 Recoilless Gun 

25 

M-9ASV TP-Missile 

0 

FAE5 "Daisy Bell" 

-40 

Crasher 10 

Smith 

Yarol 

Bear-2 

2700 

60 

1300 

PR0T0N-K7P2 Body 

25 

PROTO N-6Legs 

6 

T62 Samurai Steel 

75 

T53 Assault Rifle 

-69 

T57ASV Missile 

20 

T66 Anti-SV Rocket 

13 

Crasher 11 

Uhuru 

Mwezi 

Special-Cairo 

2700 

60 

1300 

PR0T0N-K7P2 Body 

0 

PROTO N-2Legs 

-12 

T64 Sawed-off Gun 

15 

T67 Grenade M.Gun 

5 

T57ASV Missile 

5 

T68 E.M.P. Grenade 

-15 

Crasher 12 

Uhuru 

Mwezi 

Special-Cairo 

2700 

60 

1300 

KHT-0.279 Body 

0 

KHT-Single Bailer 

30 

KPk54"Kuznetsov" 

-15 

KUV66 "Rousalka" 

-25 

PRK69-4 "Leshy" 

-30 

AGK54 "Veles" 

5 

Crasher 13 

Uhuru 

Mwezi 

Special-Cairo 

2700 

60 

1300 

CARRO-H8/6 Body 

25 

CARRO-4Legs 

-11 

FL30 "Cacciatore" 

-75 

CG25 "Diavolo" 

20 

SM26 "Temporale" 

-60 

LAI 6 "Brillamento" 

5 

Crasher 14 

Uhuru 

Mwezi 

Special-Cairo 

2700 

60 

1300 

ZWERG-EV.3 Body 

25 

ZWERG-Road Roller 

3 

Schmelzen Faust 

70 

SVabwehr Kanone5 

25 

SVabwehr Kanone7 

35 

Zwei LFK SystemS 

0 

Crasher 15 

Uhuru 

Mwezi 

Special-Cairo 

2700 

60 

1300 

HARTMAN-IP1 Body 

0 

HARTMAN-Crawler 

-30 

M-4 Recoilless Gun 

75 

M-32 Assault Rifle 

-85 

M-9ASV TP-Missile 

-85 

XPPC "Thunderbird" 

0 

Crasher 16 

Lri, 

Kid-A 

Dolphin 

2700 

60 

1300 

HARTMAN-IP1 Body 

-50 

HARTMAN-2Legs 

5 

M-32 Assault Rifle 

7 

M-32 Assault Rifle 

10 

M-191 Grenade 

-7 

M-2 SRAM 
Launcher 

-21 

Crasher 17 

Jasmine 

Nicky 

Fish-2 

2700 

60 

1300 

CARRO-H8/6 Body 

-15 

CARR0-6Wheels 

11 

CG25 "Diavolo" 

3 

AM17 "Bastoncino" 

20 

SM26 "Temporale" 

-20 

MC41 "Vesuvio" 

0 


Drone 01 

Duster 

E-Chip 

E-Chip 

10 

5 

20 

Duster Body 

0 

DUSTER-3Wheel 

0 

Drone Machine Gun 

0 

...... 

0 

----- 

0 


0 

Drone 02 

Duster 

E-Chip 

E-Chip 

25 

10 

25 

Duster Body 

10 

DUSTER-3Wheel 

5 

Drone Machine Gun 

5 

...... 

0 


0 


0 

Drone 03 

Duster 

E-Chip 

E-Chip 

50 

20 

30 

Duster Body 

20 

DUSTER-3Wheel 

-10 

Drone Machine Gun 

10 


0 


0 


0 

Drone 01 

Sweeper 

E-Chip 

E-Chip 

10 

5 

25 

Sweeper Body 

0 

SWEEPER-3Wheel 

0 

-- 

0 


0 

Drone Cannon 

0 

Drone Missle 

0 

Drone 02 

Sweeper 

E-Chip 

E-Chip 

25 

10 

30 

Sweeper Body 

10 

SWEEPER-3Wheel 

5 

— 

0 

--- 

0 

Drone Cannon 

5 

Drone Missle 

5 

Drone 03 

Sweeper 

E-Chip 

E-Chip 

50 

20 

35 

Sweeper Body 

20 

SWEEPER-3Wheel 

-10 

— 

0 

— 

0 

Drone Cannon 

10 

Drone Missle 

10 























































































































